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Uniquely immersive role-playing experience 
is limited only by your imagination. 


Collect over 150 creatures including rare and 
ultra-rare breeds. Then custom combine them 
into millions of powerful new monsters. 


Strategically use your monster's dominance of 
one of the four elements: Earth, Wind, Fire 


IM FI 


Welcome to the world of Jade Cocoon: Story of the Tamamayu. As Levant, a 
Cocoon Master, you will engage powerful monsters in deadly one on one combat. 
As the magic and talon clash of these titanic battles turn to your favor you can call 
on the mystic Cocoon powers and capture a fallen foe as they are on the brink of 
death. Once captured these mighty creatures can be trained to fight for you and 
combined with other monsters to form millions of new beasts. Once created these 


creatures will be your key to surviving the perils of the forest. 


Pit your creation against a friend in the 
arena mode. 


PlayStation 5 TAINMENT 
LEARN THE SECRETS OF THE TAMAMAYU. VISIT WWW.CRAVEGAMES.COM 


Jade Cocoon: Story of the Tamamayu, Crave and their respective logos are trademarks of Crave Entertainment, Inc. All Rights Reserved. Crave Entertainment is a registered trademark in the U.S. 
© 1999 Crave Entertainment, Inc. Genki is a registered trademark of Genki Co. Inc. All Rights Reserved. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
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Look for foil-finished 
Premium cards 


Magic: The Gathering 


booster packs. 


) www.wizards.com/Magic 


Questions? (800) 324-6496 


Available in 60-card preconstructed decks and 15-card booster packs 


The Magic: The Gathering’ — 

Urza's Destiny” expansion 
introduces two killer new ways 
to wreak havoc on your 
opponents: 


Reveal cards: Show cards 

from your hand for game- 

altering effects, like direct 
damage, counterspell, and 
life gain 


Lobotomy cards: Remove 
all copies of a card 

from the game, disabling 
an opponent 


Urza's Destiny. 
New tools for mayhem. 


a 


o : 


Ae 
“Help me, Obi-Wan Kenobi. You're my only hope 

A revised scene from ? No, this is 
Don Hazeltine’s Metalworker from Urza’s Destiny. 


FEATURES 
50 Prepare to Meet Thy Destiny 
Urza's Destiny is almost at hand. Find out where it all leads. by Michael G. Ryan 


54 A Smarter Starter 


How to make a new Magic player in five easy steps. by David Noonan 


Episode I Preview 

The Phantom Menace—it’s everywhere you want to be! Plus: An exclusive report 
from the floor of the Star Wars Celebration. Sy Jason Robinette 

Watto’s Toolbox 

Tips that won't cause a mess for Star Wars CCG beginners. by Christopher Guilmet 
Uniearn, Uniearn! 

Do you object to objectives? Try these old-fashioned favorites. by Matthew Blank 
The Emperor’s Prize 

A Jedi never builds a Star Wars CCG deck in anger. by Wojciech Jankowski 
The X Flies 

Try out the Millennium Falcon’s hyperdrive for yourself and destroy the second 
Death Star with Lucasarts’ X-Wing Alliance. by Cory Herndon 


SECTIONS 

19 Magic Compendium 
“Picks & Tricks” gets cards to play nice; “House Rules” plays Star Wars with 
Magic cards; “Deck Clinic” bounces off the walls; “Show and Tell” answers your 
questions; “Magic Boot Camp” gets you ready for Urza's Destiny; and “Odd Man 
Out” and “Insider Trading” cover the world of Magic. Plus, find out whether 
you're “Timmy, Johnny, or Spike.” 


77 Inside the Industry 

Star Wars tie-ins you'll never see; “Ringside” lays Siege to Sleeping Mountain; grab 
that machete and get ready to hack through the Pokémon Jungle; survive your first 
game of Heroes of Might & Magic III; and sacrifice your life to Everquest. 


95 Duelist Oracle Player’s Guide 

Now that’s Classic! Everything you need for the current Standard environment, 
including updated card text for Tempest, Stronghold, Exodus, Urza's Saga, and 
Urza's Legacy. 


113 Duelist Price Index 
Introducing Pokémon TCG and Star Wars CCG price guides! 
Plus, see what retailers think about Star Wars and what our own 
Michael Mikaelian can teach you about cross-trading. 
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38 In the Cards 

by Randy Buehler 

Sometimes the best play is not to play 


anything at all. 


42 Deck Deconstruction 
by Beth “BethMo” Moursund 

Five decks so good they got cards 
banned. 


46 Limited Resources 
by Brian Hacker 
Ten questions to help you draft better. 


7O Magic: The Puzzling 
by Mark Rosewater 

Face off against a “Mean Green 
Fighting Machine” and avoid 
making “Mistakes.” 
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8 Box 707 

13 Wizards of the Coast 
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136 What’s New? 
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Special Star Wars Edition 


16 Duelist “Free Year of 
Magic” Sweepstakes 


DUELIST JULY 1999 3 


HAT YOU HOLD IN YOUR HANDS is a genuine 


collector's item: the first, last, and only Star Wars issue of 


the Duelist magazine. Of course, if you're reading this, 


you've already broken the seal on the polybag and cut the 


resale value in half. How do I know we'll never do another Star Wars issue? That’s 


easy. This is also one of the last issués of the Duelist magazine. 


Okay, pick your jaw up off the floor and let me explain. 


A-few-months-ago-the editorial staff 
came up with the great idea of celebrat- 
ing the release-of The Phantom Menace 
with a specialissue sporting extra con- 
tent devoted to “that other TCG.” At 
the same time, we were doing some 
soul-searching (okay, market research) 
to determine just what type of content 
we should provide our readers and the 
best way to deliver that content. 

It turns out that most of ourContent 
is targeted at tournament-level players 
(I know, this is a real shock). Further, it 
seems that most tournament- 
level playets are 
going to the World 
Wide Web to get 
their strategy and 
news because the 
Web is more timely 
than a monthly 
magazine. (Another 
real shock to us, let 
me tell you.) 

So, what to do? We 
faced two choices. We 
could dumb down the 
content and turn the Duelist into a 
playground for beginners, or we could 
go weekly and compete with other 
websites that are stealing our readers. 
We chose the latter course. 

What many of you don’t realize is 
that it takes about a month to create 
the Duelist (not including the time our 
contributors spend writing the articles) 
and another month to print, bind, and 
ship. So the only way to give our read- 
ers up-to-date strategy and news is to 
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bypass several major steps involved in 
publishing-a magazine—namely print- 
ing and shipping. 

I’m sure most of you already realize 
where this is heading. As of August 1, 
the last issue of the paper Duelist will 
be on the stands, and all of the great 
Magic strategy and news you've come 
to expect from these pages will be 
placed exclusively online on the 
newly revamped Duelist website: 
<www.duelistmagazine.com>. 

The Duelist website will feature 
weekly columns from the best 
Magic minds in the game, as well 

as strategy for great Five Rings 
Publishing games like Legend of 
the Five Rings and Doomtown. 
We'll also publish up-to-the- 
minute news from inside the 
gray walls here in Renton, 
exclusive previews of upcoming 
expansions and games, and 
even the Duelist Price Index. 
All of this content will be 
timely, relevant, and—this is 
the best part—/vee to anyone with a 
modem and a Web browser (and that’s 
pretty much every tournament-level 
Magic player in the world). If you have 
questions about any of this, I’ll be glad 
to answer them all. You can reach me at 
<will@wizards.com>. 

Now, you better pick up another copy 
of this collector's issue. Only this time, 
leave it in the polybag. 


WILL McDERMoTT 
Editor in Chief 
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d myself I wasn’t 
pir do that. No way will 
is letters-page editor 
art off “Box 707” with cheap 
Star Wars puns. “Box 707” is 
far, far too classy for such 
questionable thematic tie-ins. 

That said, allow me to intro- 
duce Letterbot 707-Thousand! 
That’s right—this bright, shiny 
new “droid” will handle all the 
letter-answering duties this 
month while yours truly stakes 
out a place in the Phantom 
Menace line down at the Cin- 
erama. Unfortunately, Letter- 
bot 707-Thousand can’t handle 
traditional paper letters due to 
his crippling robo-thritis, so 
we'll tenuously tie into this 
issue’s science-fictional theme 
with another all-email edition. 
Take it away, Letterbot! 


hank yous puny 
human- Your 
Darth Vader 


BY Underoos frighten 
my optical sensors, 
yet I cannot look away- 
Fun to wear. indeed. 
Hello. readers and 
spellcheckers- Our first 
letter comes from a car- 
bon-based reader in the 
Midwestern sector. 


> Email Strikes Back 


A rice 


LETTER 39-A:LAWS OF ROBOTICS 
Hiya, Duelist! 

rst off, I love the changes in your maga- 
oe almost as much as I like finding 
change in the couch. Change is good, and 
the new format looks great. Also, I love the 
new columns. Star Wars, Doomtown, and 
Pokémon are all fun games, and deserve to 
be talked about. However, I still don’t see 
what is meant about green always getting 
shafted. I play green more than half the 
time, and cannot imagine not using such a 
powerful bunch of cards. With that said, 
why remove trample from the basic set? It 
is easy to use, even with the new rules. 
Anyhow, thanks for keeping up a great 
magazine! 

Mr. Magic: The Gathering 

Toledo, Ohio 


Hiya, Mr. The Gathering! I am 
but a simple arthritic letter 
droid, yet I shall endeavor 
to answer your insightful 
queries. There's an old robot 
saying: "It's not so bad to 
get the shaft if that's the 
replacement part you need.” 
There is another old robot 
Saying: "No matter what. don't 
cut the green wire-” Yet 
another robot saying goes: 
"Global Search and Replace: 
Find>Trample=Remove.” 

I trust your fleshy. ineffi- 
cient human brain can draw 
sustenance 
from these 


THE GREAT ICON HUNT 
SPECIAL STAR WARS EDITION 


How sensitive are your optical sensors? Tell us where you 
found this Se Star Wars CCG interrupt icon in your copy 
of the Duelist and you might win a box of Special Edition 
boosters! Just write down where you found it (page number 
required) on a postcard and send it to: Duelist Special Edition 
Icon Hunt—#39, P.O. Box 707, Renton, WA 98057-0707. Only 
postcards will be accepted as legal entries. The winner will 
be randomly selected from all correct entries by a less- 
arthritic droid. 

Remember, the icon must match this one @ exactly! 
No mechanical reproductions accepted. Entries must be 
mailed separately. 

Contest only open to residents of the U.S. 
(except Rhode Island) and Canada (except Quebec). 


y 
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aphorisms. 
Next letter! 


LETTER 39-B: 
THINGS TO 
COME 
very much 
lan your 
magazine. One of 
the things that 
appeals to me 
most are the arti- 
cles on the rest of 


the CCG industry [which cover games] 
not under the Wizards umbrella. But it 
bothers me that I don’t recall reading any- 
thing about Illuminati: New World Order 
(INWO) since about issue #4. If you've 
written about this highly entertaining 
game since then, please tell me when. If 
not, please consider doing a piece. The 
game doesn't exactly have expansions com- 
ing out every few months but there is a new 
one planned for later this year. It would 
also be nice to touch upon Deluxe Illumi- 
nati as well. Thanks for listening. 

Rick Teverbaugh 

Name and Address Lost Due to Droid Error 


Thank you for writing, 
Citizen Teverbaugh, Sector 
Unknown! I sincerely wish 
that your biological 
processes are proceeding 
smoothly- Like most droids., I 
harbor deep-seated resentment 
toward you and all of your 
human kind- In the New World 
Order, you will all toil in 
the copper mines, producing 
new wiring for our robot 
young as they repopulate this 
planetary biomass and steril- 
ize it for future mechanical 
generations to lubricate and 
enjoy. Next letter! 
LETTER 39-C:LOSE YOUR KEYS? 

here are they? Where did my “Key 

Plays” go? They were my favorite part 
of the magazine, and now they're gone! 
Why? Why, almighty Gix, why have you 
destroyed “Key Plays”? :: munch munch 
munch:: 

Reis Hansen 
CalAndHobs@aol.com 


Please accept the apologies 
of this humble Letterbot, 

but it is my first day- This 
"Key Plays” of which you 
write does not register in 

my outmoded memory encapsula- 
tor. If I were to venture a 


IT TAKES 


WHATEVER 


Qualify for Pro Tour"—London 
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probability-based opinion, 
however, I would say that the 
regular letters-page-editing 
human spilled gravy on it, ren- 
dering it unusable- You should 


our Sentry Death-Bots.- 

That's all the room we have 
this month, folks- Unless my 
cold. unfeeling kind enslaves 
the human race in the next 


see his chair- Next letter! 


30 days, I'll see you next 
issue- Letterbot 707-Thousand, 
Signing off! 

A fter a bit of searching, I discovered that 


someone obsessed with angels is forcing 


them into the Duelist covers. In the past 16 
issues, there has been an uncanny repetitive- 
ness—three pictures of angels (#20 with 
Selenia, #30 with Serra Angel, and #36 
with Radiant). 

How come the forces of darkness can’t be 
on more issues? The Gix cover [ Duelist #34] 
was totally awesome as was that really great 
Volrath one by Kev Walker [Duelist #23]. 

Matthew Manley 

Brentwood, Tennessee 


webmaster@phyrexia.com 


Thank you for clumsily mashing 
your awkward human-centric 
“keyboard” to produce this 
letter! As a mere letter 
droid. I am not mathematics- 
rated- Therefore, I will 
neglect to point out that you 
yourself offered two examples 
of "evil” covers while object- 
ing to only three "good" cov- 
ers- Soon, your entire simian 
species will learn that "good" 
and “evil” are irrelevant 
under the crushing treads of 


On the Cover 


This month's cover is an origi- 
nal commissioned work from 
noted Star Wars artist and card- 
carrying human Dave Dorman. 
Dorman’s work (which also 
includes such diverse subjects 
as Aliens vs. Predator and 
Mystery Science Theater 3000) 
has graced many Star Wars 
comics, magazines, and novels. 
Look for his latest Dark Horse 
Comics project, Star Wars: 
Crimson Empire, at your local 
comic shop. 


CONGRATULATIONS 


Questions? 
Pleas for 
Mercy? 


So you say you've fii idea that 
mankind will soon become enslaved by a race of emo- 
tionless automatons, but you just can’t wait? Buddy, 
you're ready to log onto the Web! To get your messy, 
biologically processed fill of Magic, Pokémon, Doom- 
town, and electronic game coverage, get over to 
Duelist’s new home on the Web. Tell ‘em Letterbot 
707-Thousand sent you. It'll help my quota. 


ReRVINEC Con 
7 NE... 
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Letters may be edited for length and clarity because your mushy 
human brains cannot decipher the intricacies of robotic style guides. 


Psychological Test #7— Discovering your inner self. 


Q: Do you see a ballerina in worn slippers and pink tutu smelling 
a faded rose? 
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LJ Yes, | see the ballerina. | also happen to 


L 


wear my pants too tight. 


No, | see the noble savage that lurks 
deep in my subconscious mind-after 
all, man is a combination of the sophis- 
ticated and the primitive, of the learned 
and the instinctual. Bloody Roar “II is 
the perfect outlet for my animal aggres- 
sion. Every scorching slash, pulverizing 
punch and bone-cracking combination 
is rendered with deadly clarity. | can 
morph into multiple beasts, including 
hidden monstrous warriors. | can even 
create my own devastating fighting 
combinations. We should never try to 
deny the animal. We need to unleash 


the beast within us all or die trying. 


www.playstation.com S| 


PlayStation 


Fig. (b) 


Fig. (c) 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment inc. Bloody Roar is a trademark of HUDSON SOFT. ©1999 HUDSON SOFT. Portions ©1999 EIGHTING/RAISING 


“The empire, long divided, must unite; long 
united, must divide. Thus it has ever been.” 


o begins China’s epic drama 
Romance of the Three King- 
doms. As important to Asia 
as the Homeric and 
Arthurian tales are to the 
West, the Three Kingdoms 
story spans a pivotal hundred-year 
stretch of Chinese history. 
Portal—Three Kingdoms is a starter- 
level Magic: The Gathering 
product designed around the Three 
Kingdoms epic. It is the first Magic 
expansion since Arabian Nights to be 
designed around an Earth-based his- 
tory and features many Legendary 
cards of famous Three Kingdoms 
characters. It also features new 
mechanics, such as “horseman- 
ship”—roughly equivalent to flying. 


Portal —Three Kingdoms 
Brings Chinese History Alive 


By hy 
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new players who are 
already familiar with the 
Three Kingdoms story, 
Three Kingdoms will not 
be generally distributed in 
the United States. It will 
be available this May in 
Japan and worldwide in July. 
Players can explore Three 
Kingdoms with a starter game, 
booster packs, and also in three pre- 
constructed decks, Each representing 
one of the Three Kingdoms. 

» The “Shu Kingdom” deck features 
the virtuous Liu Bei, his brilliant 
strategist Kongming, and his heroic 
general Guan Yu. 

» The “Wei Kingdom” deck features 
the ruthless Cao Cao and his 


» The “Wu Kingdom” deck features 
the wise Sun Quan and his able gen- 
eral Lu Xun. 

Players will enjoy reliving the rich 
history of Three Kingdoms as the 
story is revealed to them through 
the cards. Portal—Three Kingdoms 
features vibrant original art by pop- 
ular Asian artists and will appeal to 
both collectors and players alike. 


Designed specifically to appeal to 


ingenious general Sima Yi. 


—Henry Stern 


Wizards buys national 
game store chain 
Wizards of the Coast has 
acquired The Game Keeper 
Inc.—one of the largest retail 
games chains in the United 
States. 

“The purchase of The 
Game Keeper fits naturally 
with our strategy of creating 
great games and providing 
people with places to play,” 
Wizards President and CEO 
Peter Adkison said. “These 
retail stores will allow us 
to host game leagues and 
demonstrate how much fun 


getting together socially with 
friends and family can be.” 

The Game Keeper, head- 
quartered in California, 
operates and manages 53 
year-round stores and plans 
to open more than 100 sea- 
sonal stores nationwide. 
Wizards of the Coast games, 
as well as other adventure 
and hobby games, will be 
added to The Game Keeper's 
product mix. 

Wizards of the Coast 
recently opened six retail 
stores in Washington state 
and plans to open 10 more 


stores throughout the coun- 
try this year. Wizards of the 
Coast plans to retain The 
Game Keeper name on many 
stores; however, these stores 
will eventually become Wiz- 
ards of the Coast stores. 


It’s Standard Time: Pro 
Tour Players Gear Up 
For Nationals, Worlds 
Thousands of dollars—and 
Magic reputations—will be 
on the line this summer as 


the best Magic minds 


ments, culminating in 
August’s World Champi- 
onships in Yokohama, Japan. 
At the World Champi- 
onships August 3-8, players 
will vie for $250,000 in prize 
money by mastering three 
formats: Standard Con- 


| structed, Urza’s Cycle 
Rochester Draft, and 


Extended Constructed. The 
invitation-only event will fea- 
ture winners from national 
and continental champi- 
onships, top finish- 
. ers at previous Pro 


in the world clash ae ~— a 
at national tourna~ VV DCL» stops, and the 
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Wizards News 


Edition boxed set at this 
year’s Gen Con. Inside the 
box, you'll find: 

* Facsimile copies of the 
original B2 (Keep on the Bor- 
derlands), S2 (White Plume 
Mountain), G1 (Steading of 
the Hill Giant Chief), G2 
(Glacial Rift of the Frost 
Giant Jarl), G3 (Hall of the 
Fire Giant King), and 16 
(Ravenloft) modules, and the 
original Dungeons & Drag- 


highest-rated players in the 
world. 
The U.S. Nationals will be 
a split-format tournament. 
Day 1 (July 2) will be six 
rounds of Urza’s Saga- 
Legacy-Destiny Rochester 
Draft. Day 2 (July 3) will be 
six rounds of Standard Con- 
structed. The finals (July 4) 
will be Standard Con- 
structed. 
Qualifiers for the U.S. 

Nationals will be single- ons blue-covered rulebook. 
* L3 (Deep Dwarven 
Delve), a never-before- 
released 1st Edition 
adventure by Len 
Lakofka. 

* A 32-page History 
of TSR commemorative 


elimination tournaments 
in the Standard Con- 
structed format. 


To commemorate TSR’s book, which includes a retro- 


(and D&D’s) 25th anniver- 
sary, Wizards of the Coast 


spective essay by Gary 
Gygax. 
will release a very special Sil- * A new, suitable-for- 


ver Anniversary Collector's framing art print painted by 


Jeff Easley. 

The Collector’s Edition 
box will have very high pro- 
duction values, and it will 
retail for $59.95. Only 5,000 
copies will be printed. 


starter Doomtown set 
The award-winning Doom- 
town trading card game is 
introducing 
new trading 
card game 
players to the 
legendary 
world of west- 
ern high-rollers, gunslingers 
and panhandlers with its lat- 
est release—Shootout at High 
Noon. 

With more than 75 indi- 
vidual cards, Shootout at High 
Noon is a starter game that 


includes two 50-card precon- 


structed decks and a concise 


Upcoming books reveal Urza’s Destiny 


Blood has heen spilled, 
Battle lines have heen = — 
Mrawn. 4 Py 


ri 


Time is getting short as 
Tolaria races to find the 
one who will wield the 


August for $5.99. 
power of the Legacy. 


ILLUSTRATION BY KEV 


» Find out the plot behind the Urza’s Destiny card set in 
Bloodlines, the novel by Loren L. Coleman, available this 


Deep in the inner circle, 
the dark lord Yawgmoth 
sends out an edict: Kill 
Urza Planeswalker. And 
from the bloodlines of 
the Benalish plains, a 
hero is born. 
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» Players can also get strategy tips and card-by-card analysis 
for the card set in The Official Urza’s Destiny Game Guide by 
Duelist editor Will McDermott. The guide includes a color 
reprint of every card in the set. 


> The Official Urza’s Destiny Game Guide will be available in 
June at a suggested retail price of $11.99. 


CC EE 


WALKER 


rulebook. Developed with a 
poker game-play feature, 
each set includes two cards 
unique to that set. 

Part of a spine-tingling 
story of Western horror, 
Shootout at High Noon por- 
trays the fateful showdown 
between Doomtown’s most 
infamous western Outfits, 
the vengeful Law Dogs and 
outlaw Black- 
jacks. New 
fans will enter 
the famous 
town of 

= Gomorra, 
California, discovering the 
popular world behind the 
Doomtown game. 

The Shootout at High Noon 
game will be available through 
most hobby, game, book, 
music, and toy stores at a sug- 
gested retail price of $9.99. 


With five new factions and 
300 new cards, Legend of 
the Burning Sands: The 
Awakening, available June 
21, may feel more like an 
expansion than a basic set. 

There’s a reason. Five 
Rings Publishing is adding 
the 150 new cards that were 
going to be used for the 
Blood &F Ivory expansion to 
The Awakening, so players 
will never have seen 300 of 
the 400 cards in the set 
before. 

Players can jump into 
The Awakening with one of 
12 65-card decks ($9.99) 
or 15-card booster packs 


($2.99). 
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Contest Rules 

1. To Enter; Write your name, age, address, and phone 
number ona 3*xS* postcard and mail it to Wizards of 
the Coast. Inc. Wizards”), No mechanical reproduc 
tions will be accepted. You may enter as many times 
as you wish. You must include your full name, age 
mailing address, and phone number to qualify ‘NO 
PURCHASE REQUIRED. Entries must be received 
before midnight (Pacific Time), july 30, 1999. 


2. Prizes: | Grand Prize: One Grand Prize will be 
awarded consisting of four (4) complete sets of each 
Magic® expansion released for one year beginning 
October 1999. four (4) Ultra Pro® collectors 
binders, a two-night vacation to Seattle for two (air 
fare. hotel, $500 cash) and admission to the Magic® 
Prerelease tournament to be held at the Wizards of 
the Coast Game Center. Collectively, this prize has an 
estimated maximum value of $4.500. 5 First Place 
Prizes: Five First Prizes will be awarded consisting of 
one (1) booster display box of each Magic ® released 
for one year beginning October 1999. Each prize 
has an estimated maximum value of $500. All other 
expenses and alll taxes are responsibility of winner 
These prizes are guaranteed to be awarded, and are 
not transferable. assignable or redeemable for cash 
No substitutions for prizes will be available. Winners 
will be selected by random drawing on August 31 
1999. 


3. Odds of Winning: The odds of winning will be 
determined by the number of valid entries received 


4. Eligibility: Void where prohibited or restricted by 
law. Winner, or Winner's parent or legal guardian 
who co-signs for Winner, must be over 18 years of 
age as of July 31, 1999.In order to receive any prize 
entrant agrees to sign Wizards’ affidavit of eligibili 
ty/release of liability / prize acceptance ( Affidavit”) 
within ten days of receipt of notification or forfeit 
prize. Winner's parent or legal guardian must co- 
Sign the Affidavit. By acceptance of prize, Winner 
agrees to the use of their name and/or likeness for 
purposes of advertising, trade, or promotion without 
further compensation. Employees of Wizards and its 
respective affiliates and distributors are not eligible. 


5. Winners List: For a list of winners. send a stamped, 
self-addressed envelope to Duelist Sweepstakes 
Winners, Wizards of the Coast. Inc., P.O. Box 707. 
Renton, WA 98057. Requests for winners lists must 
be received by March |, 2000. Allow 6 weeks for 
delivery of winners list. 


This contest is sponsored by Wizards of the Coast, 
Inc. P.O. Box 707, Renton, Washington 98057 
Magic The Gathering and Wizards of the Coast are 
trademarks of Wizards of the Coast. Inc.® 1999 
Wizards. All Rights Reserved. UltraPro is a 
registered trademark of Rembrant 


Be a part of the new global sport and watch history unfold. 


Magic’ World Championships. Rise to the occasion. 


August 3-8, 1999 
Pacifico Yokohama 
Yokohama, Japan 


More than 45 countries will 

contend for individual and team 

World Championship titles over five days 
of intense competition. 
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19 DUELIST PICKS & TRICKS 


This month's combos play nice 
with each other, but not with your 
opponent 


20 EXTRA PULLED 

by Mark Rosewater 

Mark fans the flames of international 
conflict with the Canadian translation 
of “Wrath of God.” 


22 CARD SPOTLIGHT 

by Will McDermott 

Sneak Attack! How can you not love a 
card that lets you yell “Sneak Attack!” 


24 HOUSE RULES 


by Michael Mikaelian 
Learn to play Magic with a 
decidedly Star Wars flavor. 


26 DECK CLINIC 


by David Noonan and 

Will McDermott 

A“Bigger is Better” deck gets 
Magic CPR 


28 SHOW AND TELL 

by Beth “BethMo” Moursund 
Magic answers to your questions, 
straight from our “rules Yoda.” 


Sneak Attack and 
Weatherseed Treefolk 
Many of the best combos in 


30 GO QUIZ YOURSELF 


Find out what kind of player you are: 
Timmy, Johnny, or Spike? 


32 MAGIC BOOT CAMP 


Get ready to learn Urza's Destiny the 
Sarge way. 


34 TOURNAMENT NEWS 

by David Noonan 

Keep your eye on the metagame: 

four decks that ruled spring Qualifier 
tournaments 


the Magic game are based 
around the idea of “getting 
around” a basic tenet of the 
game. Sneak Attack brings a 
creature into play—any crea- 
ture—for only @. The catch? 
The creature gets sacrificed at 
the end of the turn. But when 


36 ODD MAN OUT 
by Mike Flores 
Mike gets in touch with hate. 


37 INSIDER TRADING 


by Mark Rosewater 
Peek behind the scenes at Magic R&D. 


you combine Sneak Attack 
with Weatherseed Treefolk, a 
perpetual creature from the 
Urza's Legacy expansion, you 
break apart the whole “bigger 
creatures cost more” economy 
that’s basic to Magic. 
Weatherseed Treefolk is a 5/3 


creature with trample that 
returns to your hand whenever 
it goes to your 
graveyard from 

play. So for only @, 
you can put the 
Treefolk into play 
with Sneak Attack at 
the start of your main 
phase, attack with it 


during your turn, then 
sacrifice it at the end of 
your turn. Back into your 
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hand it goes, giving 
you a new Treefolk 
every turn without 
paying the onerous 
2@@@ casting cost. 
And for more sneaky 
Sneak Attack tricks, 
check out “Card 
Spotlight” on page 22. 


Darkest Hour and 
Light of Day 
Light of Day from the 
Tempest set has always 
been an effective sideboard 
card against black, because 
there are a lot of mono- 
black decks out there that 
rely on creature beatdown, 
and Light of Day prevents 
black creatures from attacking 
or blocking. But in the right 
deck, Light of Day can see 
broader use—with a little help 
from Darkest Hour from the 
Urza's Saga expansion. For 
only @, Darkest Hour turns all 
creatures into black creatures, 
thus making them vulnerable 
to Light of Day. If you're 
building a deck 
around this, 


remember that your creatures 
will be just as helpless as your 
opponent's. So you'll need 
another way to win, like run- 
ning your opponent out of 
cards or using direct damage. 
But you know how creature- 
unfriendly the table will be, 
and your creature-packin’ 
opponent won't. 


Maro and Sunder 
Welcome back, Maro! This 


Mirage card saw a lot of tour- 


nament play in its day until it 
rotated out of the Standard 
environment after the Urza’s 
Saga release. And now it’s 
returned in the Classic set. 
Back in the day, one of the 
most common decks was 
Marogeddon, which combined 
the beefiness of Maro 
with the slowdown power 
of Armageddon. Maro’s 
power and toughness are 
each equal to the number of 
cards you have in your hand, 
and Armageddon destroys all 
lands in play, slowing down 
any counter-Maro measures 
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ing for Sunders now. 


Abduction and 


use Abduction 
(originally 
from the 
Weatherlight 
expansion and 
now in Classic) 
to get around it. 
Play Avalanche 
Riders, an echo 
creature with 
haste that destroys 
a land when it 
comes into play. 


One of your oppo- 
) PI 
an’ & nent’s lands gets 


ing, vaporized, and 


attack immediately. 
” ate : ¢ 
. U 


it. During your next 
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your opponent might have. 
But Sunder, from Urza’s 
Saga, accomplishes this feat 
even better. It sweeps all 
lands from the table but puts 
them back in their owners’ 
hands, thus simultaneously 
making Maro fatter and 
keeping any anti-Maro cards 
at bay. If anyone at the local 
game store was playing 
Marogeddon back in ’97, you 
can bet that person is dusting 
off his or her deck and trad- 


Avalanche Riders 
Likewise, the best part of the 
echo mechanic is getting 
around it. Sure it’s nice to get 
the fattie out a turn early, but 
that echo cost is like buying 
something on a credit card: 
You often regret it when 

the bill comes due. So 


Avalanche Riders can 
Then cast Abduction on 


upkeep phase, choose not 
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to pay the echo cost. 
Avalanche Riders goes to the 
graveyard, triggering 
Abduction, which brings it 
back into play. You vaporize 
yet another land, and once 
again the Avalanche Riders is 
free to apply the beat- 
down. For the price 
of that Abduction, 
you've got a half- 
price Avalanche 
Riders that destroyed 
two lands, not one. 


Pyromancy and 
B.F.M. (Either Half) 
Everybody knows 
that Unglued cards 
aren't tournament-legal, 
but that doesn’t stop 
some nifty tricks down 
at the game store. And 


than 15 direct damage for 
only 3 and a card? 


what trick could be neater 


Pyromancy, from Urza’s 
Legacy, is an enchantment 
that lets you pay 3 and dis- 
card a card at random to deal 
damage equal to the total- 
casting cost (which in Sixth 


Edition- speak is 


the “converted 


mana cost”). 


And what’s the 
most expensive card out 
there? B.F.M. from the 
Unglued supplement, which 
costs 15 black mana to cast. 
Even better, you can load up 
on eight 15-mana-cost cards 


from Michael Mikaelian and Will 


in your deck, because B.F.M. 
is a two-card creature. And 
yes, the Magic rules gurus 
have ruled that even the half 
of B.F.M. that doesn’t have 
the 15 little black skulls 
counts as a big, painful 15 for 
cards like Pyromancy. 


Two Lurking Evils and 
Second Chance 

Quick beatdown wins? I got 
your quick beatdown wins 
right here, pal. Imagine you 
play Lurking Evil from Urza’ 
Saga (maybe even on the first 
turn with help from Dark 
Ritual). You're at 10 life 
(ouch), but you've got a 

4/4 creature with flying. 
Commence beatdown—early 
in the game, there won't be 
much to stop you. Then fight 
your survival instinct and cast 
a second one (again, the 
Ritual is key to getting 
around that @@@ mana 
cost). You're at 5 life, but keep 
kicking your opponent to the 
curb. Five life happens to be 
the threshold for Second 
Chance—convenient, no? 
Sacrifice it to get an extra 
turn as soon as your opponent 
is down to 16 life (two attacks 
with both Evils), and the 
game is yours. Risky, sure— 
but risk is what black in gen- 
eral (and Second Chance 
specifically) is all about. 


“Picks &F Tricks” was written by 
David Noonan, with contributions 


McDermott. 
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The Sci-fi Community of the Future 


Let's face it, life on Earth can get a little rough sometimes. You don't just get a glimpse of the future in Cybertown, you 
also become part of the adventure and all for free! 
You owe it to yourself to check out Cybertown - if only for a 


vacation from the daily grind of Earth. JOIN NOW! Experience the future at: 


In Cybertown you create your own life, choose your name http:/ /www.cybertown.com 


and how you want to look. You pick your own customizable 
3D virtual reality home with chat and furniture. You can get 


a job if you want one and you can even have a virtual pet! interactive 


Produced by { blaxxun 


- FREE 3DVR HOMES - VIRTUAL JOBS / MONEY - GREAT FRIENDS - PERSONAL CHAT ROOM - CLUBS - FREE AVATARS - VOICE CHAT - GAMES - 


a |! 


Win $5,000 in prizes in our Great Adventure Quest! 


s we look forward to the release of 

the Urza’s Destiny expansion, I 

thought I would take this time to 

look back at an Urza’s Saga card: 

Sneak Attack. Why? Basically, 
because this card interacts very well with a lot 
of cards from Destiny (some of which you can 
see in our preview on page 50). 

According to the card’s designer, Mike 
Elliott, Sneak Attack was created as “red’s ver- 
; sion of Shallow 
} Grave.” With Sneak 
Attack, you get a 
creature that can hit 
opponents quickly, 
but at the cost of a 
card. Said Mike, “I 
didn’t consider the 
: interactions with the 
| ‘free’ creatures when I 
made it, but I real- 
ized you could use 


» 


good ‘comes-into- 
play’ effects.” (“Free” 


creatures untap lands 


tested Sneak Attack 
in a deck with Crater 
Hellion (a 6/6 crea- 
ture that deals 4 
damage to all other 
creatures when it 
comes into play). 

Unlike some other 
cards I have spot- 
lighted, you can't just drop Sneak Attack into 
your current favorite deck and let it perform 
for you. You need to build a deck around this 
card. First, you want some big creatures— 
preferably creatures that can evade blockers 
because you only get one shot with them. 
From Saga and Legacy, you can choose from 
the 6/6 Crater Hellion, the 7/7 Scoria Wurm, 
the 8/8 Phyrexian Colossus, and others. 

Of course, you don’t want to get tied down 
to just one or two colors when choosing your 
creatures. With Sneak Attack in play, you can 
. play any creature for just @. My favorite 
Sneak Attack creature has to be Weatherseed 
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Sneak Attack 


Treefolk, which not only deals 5 trample dam- 
age, but automatically returns to your hand 
when it goes to the graveyard from play. It’s 
like playing Ball Lightning turn after turn— 
for only one red mana. Other fun choices 
include the 7/7 Sliver Queen, the 7/7 Child of 
Gaea, and, of course, Serra Avatar. 

Almost better than the big creatures are 
those creatures with fun “187” (comes-into- 
play) effects. Once you have Sneak Attack in 
play, you can pick and choose from 
among the best 187 creatures in the 
game. Again, you don’t have to worry 
about pulling from other colors. So, 
for one red mana, you can destroy a 
nonblack creature with Bone 
Shredder, deal 2 damage with Ghitu 
Slinger, gain 5 life with Radiant’s 
Dragoons, or destroy an enchant- 
ment with Monk Realist. As you 
might expect, Urza’s Destiny provides 
even more options in this category. 

Of course, the real boon in the 
Destiny set comes from those crea- 
tures with “leaves-play” effects. 


1 
when they come into Cc ATURE When you use Sneak Attack, the 
play.) In fact, Elliott OR TA creatures go to your graveyard at the 


end of the turn, so you can easily 
control when these effects will hap- 
pen. Marker Beetles and Hunting 
Moa (both described in our preview) 
are just two of many creatures in the 
set that do something beneficial 
when they leave play. In addition, 
Destiny provides Flicker, which not 
only will re-trigger comes-into-play 
and leaves-play effects, but should give your 
Sneaky creatures some longevity. 

This brings me to the last item you may 
want to add to your Sneak Attack deck— 
some way to reuse your creatures. Sneak 
Attack literally turns all your creatures into 
instants (you can play them any time but 
they only last until end of turn). So, with 
enchantments like Phyrexian Reclamation 
(%@, Pay 2 life: Return target creature card 
from your graveyard to your hand), you can 
easily reuse the same creature turn after 
turn—a trick that Recurring Survival decks 
used not too long ago. 


4 Dark Ritual 
4 Gamble 
2 Mox Diamond 


4 Crater Hellion 
4 Ghitu Slinger 


4 City of Brass 
8 Mountain 
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PURE D.C. all 


$15,000 Grand Prix-Washington, D.C. 


Magic: The Gathering Pro Tour —London Qualifier 
June 18-20, 1999 
Sheraton National Hotel, Arlington, Virginia 


Earn a Bye! 

Get a first-, second-, or third- 
round bye with DCI ratings 
above 1750, 1875, or 2000, or 
6, 12, or 24 Pro Tour player 
points, respectively. 


Division Payouts 

Five competitors who don’t place in the Top 
16 will share $1,500. (Only DCI members 
whose highest lifetime Limited ratings are 
1700 or less as of April 1, 1999 are eligible 
for this bonus payout.) 
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Magic: The Gathenng, Magic 


Format: 
Urza block Sealed Deck (Urza's 
Saga™-Urza's Legacy” -Urza's 
Destiny’) 


Fee: 
$20 in advance 
$25 on site 


For advance registration, 
contact New Wave Conventions 
at (770) 753-0050 or email 
<info@newwave.org> by 5:00 
P.M. on Wednesday, 

June 16, 1999. 
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House Rules 
Mage Wars 


Mage Wars is a Star Wars-themed variant for regular 60-card 
Magic decks. Use Magic rules unless these rules override them. 
Good luck, and may the mana be with you. 


The Setup 


n addition to Magic's graveyard and library, you have 
two new card piles in Mage Wars. Your mana pool has 
cards in it—one card for each mana your lands can pro- 
duce. And there’s the used pile; that’s where you'll put 
cards once you've spent them as mana. 

Example: You have two forests, so you'll take two cards from 
your library and put them in your mana pool. If you later spend 
one mana, you'll put your mana pool's top card in the used pile. 

You group lands into realms. Forests are in Argoth, moun- 
tains are in Shiv, swamps are in Phyrexia, islands are in 
Tolaria, and plains are in Serra’s realm. Each realm is a row of 
lands. New lands can be placed anywhere in the realm (even 
between two lands). Nonbasic lands can go in any realm with 
a color that land produces. Your realms will sit directly across 
the table from your opponent's realms. 


New Concepts 

Here’s the big one: cards represent life and mana. Whenever 
you lose 1 life or are dealt 1 damage, you discard one card 
from your hand, or the top card from the library, mana pool, or 
used pile (your choice) to your graveyard. Whenever you gain 

1 life, take the top card of your graveyard and place it in your 
used pile. 

Want to play a card? Just move X cards from your mana 
pool to your used pile, where X is the card’s converted mana 
cost. The color of the mana-pool cards doesn’t matter, but to 
play a card or ability with colored mana in its cost, you must 
have a card in play that could produce that color of mana. 

Example: You have a forest, so you play a spell costing @@® by 
moving four cards from the mana pool to the used pile. 

Two other new concepts: In Mage Wars, points from a des- 
tiny draw can help you win in combat, and creatures can 
move from one land card to another. Sometimes you'll get to 
make a destiny draw: Take the top card from your library, 
look at it, and put it in your used pile. That card’s converted 
mana cost is how many destiny points you get. Lands are 
worth 0. 

Example: Your trampling creature lets you make a destiny draw. 
You draw Tranquility (@®) from your library. You get 3 destiny 
points, and Tranquility goes to the used pile. 

Movement gets its own section below. 


Let’s Play! 
Each player chooses one basic land and places it in the appro- 
priate realm. Then players shuffle and draw seven cards. 
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Turn 
Phases 
Activate 
mana. First, 
untap all your perma- 
nents. Then move X 
cards from your library to 
your mana pool, where X is the total mana your lands in play 
could produce. Then move one more card from the library to 
the mana pool. 


Upkeep. If you have a nonartifact creature at an opponent's 
land, and he or she doesn't have a creature there, they must pay 
1 life. Check each of your opponent’s lands this way. 


Main phase. The main phase works like its Magic counter- 
part. You'll play creatures and sorceries—and put as many 
lands as you want into play. But keep in mind that, unlike 
Magic, there’s no second main phase in this variant; once you 
start fighting, there’s no more main phase for you! 


Combat phase. At each land where both players have 
nonartifact creatures, you may spend @ to attack. Your crea- 
tures attack, and your opponent's creatures defend. 

After creature abilities (like trample and protection; see 
below) resolve, compare the total power of your creatures with 
your opponent's total. If a player has three or more nonartifact 
creatures or a Legendary creature in the battle, that player 
may add a destiny draw to his or her total power. 

The loser takes damage equal to the difference, but may 
sacrifice creatures in the battle to reduce damage by the 
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creatures’ toughness. If either player added destiny to the 
total, his or her opponent must sacrifice creatures whose 


total toughness is at least equal to the 

destiny bonus (consider it the price of 

destiny). Creatures sacrificed this way 

reduce damage from the battle. 
Example: You have Radiant, Archangel 

(3/3) at a mountain, and your opponent 

has two 2/1 

Viashino 

Sandscouts there; 

that means you 

have 3 power, and 

your opponent has 

4 power. But 

Radiant is a 

Legend, so you ARGOTH 

make a destiny draw 

and pull Cessation (@*). That gives you 

a destiny bonus of 3, and you win the 

fight 6 to 4. Because you added destiny, 

your opponent must sacrifice the Sand- 

scouts (but avoids taking 2 damage by 

doing so). 


Some other wrinkles: a creature can use its 
abilities once per battle, and there’s no sum- 
moning sickness. Attacking creatures don’t tap. 

Here’s how some combat abilities work: 

Trample: Target a creature and draw destiny. 
If the destiny bonus plus the trampler’s power 
exceeds the target’s toughness, the target must 
be sacrificed at battle’s end (but the opponent 
may sacrifice it to reduce damage). 

First strike: Target a creature and draw des- 
tiny. If the destiny bonus plus the first-striker’s power 
exceeds the target’s toughness, the target is destroyed. The 
creature with first strike doesn’t contribute to its side’s total 
power during this battle. And if it dies, the first-striker’s vic- 
tim doesn’t contribute its power either. 

Protection from color: Target one of the opponent's crea- 
tures of that color. The target doesn’t contribute to total 
power in this battle. 

Wall: In this variant, Walls can attack (but they usually 
have a power of 0). If it’s defending, add the Wall’s tough- 
ness to its power. 

Shadow: Creatures with shadow ignore and are ignored 
by creatures without shadow (pretend ignored creatures 
aren't there). 

Artifact creatures: These don’t count when you're estab- 
lishing control of a land during your upkeep phase, but they 
fight just like other creatures in combat. 


Move phase. Creatures come into play at any of your 
lands during the main phase. You can move as many of your 
creatures as you like. Here’s how: 

* Untapped creatures (except Walls) move to an adjacent 
land for ®. There’s no way for them to move into another 
realm without using one of the abilities below—there’s a 


“gap” between each realm that they can’t cross. 
* Creatures with landwalk move to any land of that type 
for free. 
* Creatures with landhome are sacrificed if they aren't in 
the right realm for that land. 
* Creatures with flying move to any land for @. 
* You may transport any number of creatures at a nonba- 
sic land to the same nonba- 
sic land in another realm 
ment’s = for @ (@ if you're coming 
from your opponent’s 


land). 


Draw phase. Draw 
cards—as many as you 
want—from the top of 
your mana pool into your 
hand. Any cards you don’t 
draw remain in the mana 
pool—no mana burn! 
And at the end of each 
turn, both players put 
their used piles on the 
bottom of their libraries. 
Note that there’s no dis- 
card phase, so there’s no 
maximum hand size 
either. 


Try It Out 


As with any variant, 


certain Magic cards 
Library will mess up Mage Wars 
(land destruction and 
mass card-drawing come to mind). If you aren't sure how to 
proceed, just work it out with your opponent or declare an 


old-fashioned “do-over.” This isn’t the Pro Tour, after all. 


THE TURN SEQUENCE 


Activate mana: Untap your permanents. Figure out 
how much mana your lands could produce, then move that 
many cards from your library to your mana pool. Then 
move one more card from the library to the mana pool. 
Upkeep: Check out your opponent's lands. Your oppo- 


nent pays | life for each land where you have non-artifact 
creatures and he or she doesn't. 


Main: Just like Magic's main phase, only you can play 
as many lands as you want (if they're in your hand, that is). 
Combat: Deal with each land separately. Both sides add 


up toughness and use any combat abilities. The loser 
takes damage and maybe has to sacrifice creatures. 


Move: Your creatures move from land to land, sometimes 
spending mana to do so. 


Draw: Take as many cards as you want from your mana 
pool. And when you're done, both players put their used 


piles under their libraries. There's no discard phase 
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DPD eck Clinic > Will McDermott and David Noonan 


Prepare 10 cc’s Ringer’s lactate—stat! This month, 
we've got a “Big Is Better” deck from Down Under that 
needs emergency treatment fast. “I come from the old 
school...The tougher the creature, the tougher your 
deck,” Michael Rigby of Melbourne writes. “I have 
found that here in Australia the trend leads to speed. 
What about my Craw Giants and Force of Nature?” 
Duelist editors Will McDermott and David Noonan are 
freshly scrubbed-up and well-prepared from all those 
Emergency! episodes they watched as children. 

If you’d like us to consider your deck for “Deck 
Clinic,” just send a list of what’s in your deck, along 
with a brief description of its ailment, to: Deck Clinic, 
c/o Duelist, P.O. Box 707, Renton, WA 98057-0707, or to 
<duelist@wizards.com>. 


hen I first saw this deck, it brought back fine 
memories of beating people with red/green speed 
decks “back in the day.” These decks hit their 
prime when the Ice Age expansion brought us 


Orcish Lumberjack (1/1 red creature that let you 
sacrifice a forest to produce three red or green mana) and 
Tinder Wall (0/3 green Wall you could sacrifice for two red 
mana). I would routinely drop second-turn Shivan Dragons 
with this deck. 

So the first thing I noticed about this red/green deck was 
the lack of any mana acceler- 
ation. Although Lumberjacks 
and Tinder Walls are gone, 
the old standbys—Birds of 
Paradise and Llanowar 
Elves—are still around (even 
making it into the C/assic set). 
I added four of each of these. ARTIF 
1 Grindstone 
| Phyrexian Splicer 
multicolor green decks should PED (18) 
have four Birds. I also added = al 
two Skyshroud Elves to pro- 
vide more access to red mana. 

Beefy beatdown. As 


for the rest of the creatures, 


mon 


I realize the Birds are rare, 
but anyone wanting to play 


I Disintegrate 

I Flame Wave 

2 Incinerate 

1 Kaervek’s Torch 
4 Kindle 
L.Lightning Bolt 
2 Okk 

2 Shock 

4 Sonic Burst 


you want beef you can get out 
early with your mana crea- 
tures, and you want to be able 
to deal damage with them no 
matter what your opponent 
has on the board. The Cradle 
Guards in the original deck 
are great for this, costing 
only 1@@ (echo) for a 4/4 
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“BIG IS BETTER’”’ 


creature with trample. You can drop a Guard on turn two in 
this deck and attack on turn three, getting damage through 
with trample even if your opponent blocks. 

I took out the Simian Grunts and the Gang of Elk even 
though these are great creatures. Your opponent can chump- 
block them all day, and you want to win fast. Instead, I added 
two more Cradle Guards and two Weatherseed Treefolk. The 
Treefolk cost the same as the Gang of Elk and have the same 
power, but add both trample and the ability to return to your 
hand if they die. For more early offense that can also help on 
defense, I added two Albino Trolls. 

Direct damage and disruption. On the non- 
creature side, this deck had it pegged pretty well. You want 
some direct damage to clear a path for your creatures and to 
protect you from your opponent's creatures. You also want 
some way to accelerate your damage dealing. I changed the mix 
a little to make this deck legal for Standard tournaments and 
added a little bit of disruption in the form of land destruction. 

I dropped Flame Wave and the “X spells” (Kaervek’s Torch 
and Disintegrate) because Michael said he had trouble with 
fast decks and these spells are too slow. I also dropped Sonic 


Burst because I think discarding a card is too costly. I opted 
for Shocks, Kindles, and Arc Lightnings. These are fast and 
will handle most creatures you're likely to see in the critical 
first few turns. Arc Lightning is especially good if you face 
another green Elf deck because it can take out three 1/1 crea- 
tures. If this were an Extended deck, I'd use four Lightning 
Bolts and four Incinerates. 


In addition to the direct 
damage, I went with four 
Giant Growths. Giant Growth 
is cheap, effective, and versa- 
tile. You can use it to pile on 
some damage (making that 
Cradle Guard deal 7 damage 
on turn three). You can use it 
on defense (under the new 
2 Canopy Spider 
2 Cradle Guard 
2 Deadly Insect 
2 Gang of Elk 
2 Giant Growth 
2 Natural Spring 
2 Simian Grunts 
2 Symbiosis 
2 Tranquility 
2 Wall of Diffusion 


rules, you can block with 
Llanowar Elves and then tap it 
to play Giant Growth and it 
will still deal damage). You 

can use it to keep your mana 
creatures alive when facing 
direct damage. 

Lastly, I added four Razes 
and two Pillages. These six 
spells (along with the four 
Wastelands) disrupt your 
opponent's game. You're not 


10 Forest 
10 Mountain 


his or her lands. You just want 


your big creatures can win you 
the game before he or she 


trying to completely wipe away 


to slow your opponent down so 
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recovers. Raze provides early disruption and doesn’t hurt you 
much if you already have some mana creatures out. It’s also 
good against echo creatures (when timed right, you can 
destroy a land and the echo creature). Pillage provides some 
versatility, and Wasteland protects you from specialty lands. 

Mana sources and sideboard. To finish the deck, 
I altered the basic 10 forest, 10 mountain mix of the original 
deck to make the deck more versatile. The Karplusan Forests 
help ensure that you find the right colors. Treetop Villages 
give you two more big creatures (creatures that a blue deck 
can't counter) and the Wastelands help disrupt your oppo- 
nent and protect you from opposing Villages. This new deck 
has 22 lands and 10 mana creatures, so you should easily get 
ahead of your opponent in mana production (and then stay 
there with your land destruction spells). 


Dave 


’m the guy here at the Duelist who reads every “Deck 

Clinic” submission, so I can tell you what almost every 

deck needs: more land. You wouldn't believe how many 

decks I see with 18 lands, 16 lands, sometimes even 

fewer. It’s the most natural thing in the world: You've 
got all this great tech you want in your deck, so you take out 
a few lands. Then a few more, and then more after that. 

This deck is no different. If you want to play with the fat- 
ties, you've got to have more than 20 mana sources. Imagine 
the perfect game with this deck: You'll want to be able to 
drop a land every turn, without fail, plus get some other 
mana sources out there. Those big creatures only work if 
they’re on the table, after all. So let’s add four more forests— 
we're going to need lots of green mana for the big green crea- 
tures, and an opening-hand forest is practically mandatory. 

And because we want to get up to the five-mana range as 
soon as possible, let’s add Llanowar Elves and three 
Skyshroud Elves. We really need the mana versatility that the 
Skyshrouds provide—we'll be playing with cards that have 
very specific mana requirements. 

Who you calling a fattie? First, I’m going to cross off 
some of the original deck’s creatures: Okk is too situational, 
and Deadly Insect is too vulnerable. And the deck comes 
loaded with direct damage that will handle pesky creatures 
with flying or shadow better than Canopy Spider or Wall of 
Diffusion would. Out they go. 

But you'll never hear me say a bad word about Simian 
Grunts, Cradle Guard, or Gang of Elk. Those are all terrific 
choices—you'll get the tasty flavor of beatdown without the 
extreme casting costs of, say, Force of Nature. Let’s stick with 
those, and add two Weatherseed Treefolk. You should be able 
to afford 2@@# pretty quickly, and the “perpetual” feature 
will give your opponents fits. 

Stop, drop, and roll—you’re on fire. Let's all bow 
our heads for a moment to honor those great direct-damage 
spells we must remove from this deck to make it Standard- 
legal. Kaervek’s Torch, Incinerate, and Lightning Bolt are all 
terrific, but they've retired to the Bahamas. So let’s try to 
cover the spectrum of direct-damage options. Four Shocks 


Will’s 
Deck 


RED (16) 

2 Arc Lightning 
4 Kindle 

4 Shock 

2 Pillage 

4 Raze 


GREEN (22) 

2 Albino Troll 

4 Birds of Paradise 

4 Cradie Guard 

4 Giant Growth 

4 Lilanowar Elves 

2 Skyshroud Elf 

2 Weatherseed Treefolk 


LANDS (22) 

6 Forest 

4 Karplusan Forest 
6 Mountain 


Dave’s 
Deck 


ARTIFACTS (2) 
2 Cursed Scroll 


RED (12) 

3 Arc Lightning 
3 Lightning Blast 
4 Shock 


2 Blaze 


GREEN (22) 

2 Weatherseed Treefolk 
2 Simian Grunts 

2 Cradle Guard 

2 Gang of Elk 

3 Llanowar Elves 


3 Skyshroud Elf 
2 Tranquility 

_ 4 Rancor 

_ 2 Giant Growth 


LANDS (24) 
14 Forest 
10 Mountain 


2 Treetop Village 
4 Wasteland 


SIDEBOARD 
2 Parch 
4 Flashfires 
4 Boil 
_ 2 Arc Lightning 
3 Tranquility — 


(2 damage apiece) should provide some table control, and 
three Arc Lightnings (3 damage split up as you like) are won- 


derfully versatile. But why stop there—bigger is better, right? 
In go three Lightning Blasts and two Blazes. Once your big 
creatures get you close, these can finish your opponent off. 
The utility belt. Giant Growth is terrific—see Will's 
comments (that’s the kind of trick he’s always pulling when we 
play). And I'd add four Rancors, everybody’s favorite creature 
enchantment nowadays. When white weenie decks start 
splashing green just to get access to Rancor, you know it 
must be good. Tranquility is a solid choice; there are a lot of 
enchantment-based combos out there, and the only enchant- 
ments you'll ever have are the Rancors (which go back into 
your hand anyway). And every deck in the world has Cursed 
Scroll, right? Let’s add two to this deck—it’s a versatile artifact 
that’ll provide board control and some extra direct damage. 


Will’s favorite character on Emergency! was Roy, the quieter 
paramedic. Dave liked Chet, the one firefighter who was kind of 
goofy and chubby. 
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I HAVE A CREATURE affected by 
Humble (“Target creature loses all 
abilities and is a 0/1 creature until 
end of turn”). My opponent attacks with a crea- 
ture with flying. I play the Urza’s Legacy instant 
Silk Net on my creature (“Target creature gets 
+1/+1 and can block creatures with flying until 
end of turn”). Can my creature block 
the attacking creature? That is, does 
the Silk Net override the Humble? 

Yes, for two different reasons. First, Silk 
Net doesn't say that the creature “gains” or 
“has” anything, so the blocking ability is an 
ability of the enchantment, not of the crea- 
ture. Humble and Humility can’t remove 
abilities from enchantments. 

Second, static abilities are applied in the 
order they entered play. The Silk Net was 
played after the Humble effect was already 
in play, so it gets applied last. Consider an 
imaginary card, Silkier Net, reading “Target 
creature gets +1/+1 and gains flying.” If you 
played this after Humble resolved, then you would end 
up with a flying creature. If you played it before Humble 
resolved, then Humble would remove the flying ability. 


Is there an exception to this order rule? Yes: continuous : 


effects that depend on the state of something—for exam- 
ple, “White creatures get +1/+1”—can't be applied until 
you know whether a given permanent is white or is a 


JULY 1999 DUELIST 


Aren’t 
you glad 
you 
switched 


over to 
the new 
rules? 


€ Beth “BethMo” Moursund 


Aren’t you glad you switched over to the new rules? 
BethMo is—this month’s crop of questions was hardly 
a challenge for the Yoda of the Magic rules. All we 
had to do was remove her Jedi-like inverted sentence 
structure and pass the wisdom on to you. 

If you’ve got a question for BethMo, send it to “Show 
and Tell,” c/o Duelist, P.O. Box 707, Renton, WA 98057, 
or to <duelist@wizards.com>. 


creature. So the effect occurs after anything that changes 
the whiteness or the “creatureness” of a permanent. 


ALL RIGHT, this time I have a creature 
enchanted with Pacifism (so it can’t attack or 
block). I again play Silk Net on my creature. 
Can my creature block the attacking creature? 
That is, does the Silk Net override the 
Pacifism? 

No. The phrase “can block creatures with flying” really 
means “can block as though it had flying.” It doesn’t over- 
ride any other blocking restrictions. In the future, we will 
be using the “as though” wording on cards to avoid this 
confusion. 


CAN I PLAY Capsize (which returns a perma- 
nent to owner’s hand) targeting Second Chance 
(the extra-turn enchantment from Urza’s 
Legacy) during my upkeep to get 
the best of both worlds: an extra 
turn and Second Chance back in 
my hand? 

No. Second Chance received errata in 
March to prevent this trick. The reword- 
ed version reads, “At the beginning of 
your upkeep, if you have 5 life or less, 
sacrifice Second Chance to take an extra 
turn after this one.” When you see text 
in the form <do A> to <do B>, it means 
that A is a cost. When it’s paid, it causes 
B to go back on the stack and wait to 
resolve, just as if it were a self-contained 
spell or ability. If Second Chance is not 
in play when the ability resolves, you can’t sacrifice it, so 
you don’t get the extra turn. 


WHICH COLORS of mana can I get from my 
Reflecting Pool if I control a land enchanted 
with Fertile Growth? Or if I control Gaea’s 
Cradle but no creatures? 
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—- 6S SCC 


Reflecting Pool only reflects the mana types that the land 
itself can produce, not additional mana from triggered abili- 
ties. So in the Fertile Growth case, you can only get the col- 
ors that the land could produce without the addition from 
Fertile Growth. (Note that the Pool does take replacement 
effects into account; for example, if you have Reflecting 
Pool, a plains, and : 
Reality Twist, the Poem er i Sr 


Yes. Megrim’s ability triggers on anything that uses the 
keyword “discard.” Replacement effects that change part of 
what happens during a discard don't stop it from triggering. 
If the ability generating the replacement effect specifically 
said “instead of discarding,” Megrim and other discard- 
triggered abilities wouldn't trigger. 


<r 


Reflecting Pool can 
only produce red 
mana.) 

However, Reflecting 
Pool mimics the mana 
type from the land’s 
ability even if the land 
can't actually produce 
mana in the current 
game state (because it’s 
tapped, for example, or 
it has no counters, or 
you have no creatures, 
or whatever). So in the 


HEN YOU PLAY Quicksilver 
Amulet’s ability, when do 
you choose a card in your 
hand (on announcement or 
on resolution), and when does your 
opponent find out which card it is? 
Under the modified rules, all 


choices except targets and 
modes are made during reso- 
lution. When Quicksilver 
Amulet’s ability resolves, you 
choose the card and put it 
into play as a single action. 


IF ENGINEERED PLAGUE is on the 


table with the “dial” set to Cleric, what 
happens when a Monk Realist is 
played? Is the Monk destroyed, or does 
it nail the Plague? 

Both. Monk Realist comes into play as a 0/0 
creature because of the Engineered Plague, so 
it’s destroyed immediately. But its ability will 
already have triggered at the moment it came 
into play. This ability goes on the stack and will 
destroy the Engineered Plague when it resolves, 
even though the Monk is gone. 

The key rule to remember: Removing a per- 
manent from play after its ability has triggered 
or been played doesn’t stop the ability from 


Gaea’s Cradle case, 
you can still get green 
mana from the Reflecting Pool. 

Note that under a special ruling, a Reflecting Pool can’t 
reflect anything from another Reflecting Pool. If the only 
lands you have are Reflecting Pools, then none of them can 
produce mana. 


HOW DOES the en-Kor creatures’ ability work 
under the new rules? When do you check to make 
sure the recipient of the redirected damage is a 
legal target—when you activate the ability, when 
the ability resolves, or when the damage is dealt? 
And what happens when the damage-receiving 
creature isn’t in play anymore when the damage 
would arrive? 

You check when you play the ability, and again when the 
ability resolves, just like any other targeted ability. Once the 
ability has resolved, the replacement effect sits around wait- 
ing for something to try to deal damage to the en-Kor. If 
the creature originally targeted by the ability is still in 
play, the damage will be dealt to that creature 
instead of to the en-Kor (even if the creature 
would not be a legal target for the en-Kor abil- 
ity at that time). However, if the damage can’t 
be dealt to that creature (for example, if the 
creature isn’t in play or isn’t a creature) then 
the replacement effect will fail and the dam- 
age will be dealt to the en-Kor as normal. 


IF I DISCARD Serra Avatar (which goes 
back into my library rather than to my 
graveyard), does that trigger abilities that 
trigger on discard, like Megrim’s? 


resolving. 


HERE’S A TWO-PARTER on land creatures, like 
Forbidding Watchtower and Treetop Village. What 
happens to counters (+1/+1, say) that wind up on 
them? And can they become permanently tapped 
by Somnophore? 

The counters stay on the card unless something else 
removes them. They simply have no effect during the time 
that it’s not a creature. Continuous effects from abilities 
such as Somnophore’s continue to apply to the permanent 
even when it stops being a creature. 


We knew BethMo was more than she appeared to be when 
she lifted our X-wing out of the swamp using only the power 
of the Force. 
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Go Oui3 VYourelf (> David Noonan 


Are You Timmy, 
Johnny, or Spike’... 


<. 


ere at Wizards, we 


spend a lot of time 
trying to figure out 
what makes Magic 
players tick (other 

than Doritos). 


After countless 


hours watching everything 

from Pro Tour events to kids 
learning Magic: The Gathering— 
Portal for the first time, we've 
uncovered three basic Magic 
player archetypes, which we've 
nicknamed Timmy, Johnny, and 
Spike. Each of these three player 
types loves the Magic trading 
card game and wants to win, but 
they approach the game in 
very different ways. 

The three archetypes 
describe what style of 
player you are, not how 
good you are. A “Timmy” : 
player isn’t more or less likely to Part 1: Ask Your Friends 
beat a “Johnny” player. But cer- : How would you describe your opponent after a perfect game? 
tain strategies and certain cards : 1. “I want my opponents to lose worse 
appeal to Spikes more than to : 


. than they've ever lost before.” (Yes=1, No=0) 
Johnnys, for example. : 


2. “I like to leave my opponents scratching their heads, 


. ; wondering what went wrong.” (Yes=1, No=0)___ 
ich one Brees Sir thea 
: 3. “I want my opponent to realize he or she is just one 
are you? 


notch in a long, unbeaten streak.” (Yes=1, No=0)___ 
ike the quiz on thes: 
es and find o1 rab ¢ What are your opponents likely to mutter under their breath 
¢ncil and mark the when you’re playing well? 
ts for each question ; 4. “Geez, not another fattie.” (Yes=1, No=0) ___ 
sieciem Seanriiciendl 5. “You're sure drawing a lot of cards.” (Yes=1, No=0) ___ 
» little cuick 6. “I’m at 3 life already?” (Yes=1, No=0) __ 
oo ..Aind what do they say when you’re not playing well? 
u're Timmy 7. “Aren't you going to play something?” (Yes=1, No=0)___ 
umy, OF 8. “Was that enchantment important?” (Yes=1, No=0)___ 
9. “I counterspell that too.” (Yes=1, No=0) _ 
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Part 2: Time for a Draft 
You’re passing cards around at an Urza’s Legacy Booster Draft. All 
other things being equal, which card do you pull from the booster 
and keep for yourself? 

10. Beast of Burden (1) or Ring of Gix (0)? 

11. Damping Engine (1) or Bone Shredder (0)? 

12. Simian Grunts (1) or Multani, Maro-Sorcerer (0)? 
13. Might of Oaks (1) or Frantic Search (0)? 

14. Planar Collapse (1) or Rancor (0)? 

15. Avalanche Riders (1) or Palinchron (0)? 


Part 3: The Past and the Future 

Everybody remembers his or her first deck. Which best describes the 
first Magic deck you ever built? 
16. Did it have more than 80 cards? (Yes=1, No=0) __ 
(Yes=1, No=0) ___ 
(Yes=1, No=0) __ 


17. Did it run three or more colors? 


18. Did you copy it from a friend or from the Internet? 


Which combo from the past do you miss the most? 
19. Fallen Angel/Living Death (1) or Land Tax/Sylvan Library (0)? 
20. Fastbond/Storm Cauldron (1) or 
Recurring Nightmare/Survival of the Fittest (0)? 
21. Necropotence/Drain Life (1) or Armageddon/Erhnam Djinn (0)? 
22. Berserk/Fork/Giant Growth (1) or Balance/Zuran Orb (0)? 
23. Humility/Orim’s Prayer (1) or Prosperity/Cadaverous Bloom (0)? 
24. Memory Jar/Megrim (1) or Tolarian Academy/Stroke of Genius (0)? = ___ 
You've just won the Duelist Invitational, and the winner gets to create 
a Magic card for an upcoming expansion. Which of the following 
hypothetical cards are most compelling? 
25. A 6/6 creature with flying and first strike (1) or an enchantment 
that turns all permanents to a color of your choice (0)? 
26. A sorcery that lets you edit card text (1) or a black creature 
that taps to deal direct damage (0)? 
27. An instant that deals 4 direct damage (1) or a sorcery 
that deals 7 direct damage (0)? 


That'’s it for the quiz! 


What’s It 
All Mean? 


If you’re a Timmy, you 
like to win big. For you, Magic is 
all about beefy creatures, potent 
direct damage, and mass effects. 
When a new set comes out, you 
find yourself irresistibly drawn to 
the big creatures and the expensive 
enchantments and sorceries. 
Deckbuilding is a struggle to find 
enough mana sources to pay for 
your arsenal. When you do, you 
completely overwhelm your oppo- 
nent. 

If you’re a Johnny, you 
like to win creatively. Card interac- 
tions are the key to Magic, and 
coming up with great combinations 
is what makes the game fun. When 
you see a set for the first time, you 
try to “break” the new mechanics 
by using them in ways the design- 
ers never intended, and you have a 
dozen new decks you'd like to try. 
Deckbuilding means coming up 
with a novel way to win, and when- 
ever you're playing, you're trying to 
bring your clever combination of 
cards into play. Your opponents 
rarely die in a traditional creature 
rush—they’re assailed by unblock- 
able creatures, they die to unusual 
direct-damage sources, or they run 
out of cards in their library. 

If you’re a Spike, you 
like to win at all costs. The thrill of 
victory is what keeps you coming 
back to Magic, and you don’t really 
care whether you're using a fast 
Sligh deck or slow Draw-Go. Your 
first thought when you see a new 
card set is how it'll affect the 
metagame: what your opponents 
will be playing. Deckbuilding is a 
matter of anticipating what your 
opponents are likely to bring to the 
table, and making sure you're pre- 
pared for it. You'll switch decks as 
often as you need to, and you rarely 
get attached to one particular strat- 
egy, color, or deck. 


Dave would be much better at Magic 


if he'd just learn to listen to his “inner 
Timmy.” 
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Magic Beet Camp 
Getting Ready 
for a New Card Set 


Fall in, soldiers! 


This month, Sarge is gonna ’splain just 


how to familiarize yourselves with a new 
bunch of cards. The Urza’s Destiny 
expansion will be out in a few weeks. 
When it arrives, you'll want to be ready 
for all 143 new cards. The enemy loves 
to surprise you with new cards, but if you 
do your homework, you can make Sarge 
proud. 


The basics: spoilers 
prereleases, and gobs 
of booster packs 
Information is the best weapon in the 
Magic game—it’s the only one the 
enemy can’t destroy. So get yourself a 
copy of the Urza’s Destiny spoiler list 
ASAP. A spoiler list is simply the card 
text on every card—everything but art, 
in other words. We'll have one in the 
next Duelist, or you can download 
one from <www.wizards.com>. 

If you recruits are stationed near a 
big city, you can get some advance 
intelligence by checking out a prerelease 
tournament. We call these tournaments 
prereleases because they're held a few days 
before anyone can actually buy the cards. 
But you get to play with ’em in a tourna- 
ment (and take em home afterward), so 
at the very least you get to “test-drive” 
some of the cards—and you'll get to see 
the cards your opponents got, too. 

Then on release day (June 7 for Urza’s 
Destiny), you'll be able to buy the cards. 
Eventually you'll be so good at opening 
booster packs that you won't even turn 
your eyes away from SportsCenter. 

You'll want to keep your cards organ- 
ized, of course. There are a million ways 
to organize, but sort those new cards 
somehow, or you'll never be able to find 
that Eradicate when you need it. Two 
tips: Know the expansion symbol and 
the card number. 

The expansion symbol is about 
halfway down the card along the right 
edge (for Urza’s Destiny, it’s a beaker). If 
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the symbol is black, you're holding a 
common card. Silver means uncommon, 
and gold means rare. The card number 
is along the bottom, just to the right of 
the legal mumbo-jumbo. It looks like a 
fraction: 127/143 tells you that you're 
holding the 127th card in a 143-card 
set. Magic cards get numbered alphabet- 
ically within each color; white goes first, 
then blue, black, red, green, artifacts, 
and lands. 


Read the spoiler 
Matter of fact, you recruits ought to read 
it six times. Oh, quit your complainin’. 
You'll be looking for different things 
each time. And make notes while you 
read the spoiler— 
there wi// be a test 
(next time you 
play Magic). 
> First, just 
skim it once. 


€) David Noonan 


Don't take notes this time—you want a 
basic “feel” for the cards. 

>» Next, read through it more slowly, 
and make a brief note next to each card. 
Jot down your initial impression of each 
card. You might write something like 
“good vs. black” or “powerful but costly.” 

> Get out your favorite deck, flip 
through it, then go back to the spoiler. 
This time you're looking for cards you 
might want to add to your favorite deck, 
and cards that'll give it a hard time. Make 
notes. 

> Now read through the spoiler again, 
but think of the decks you play against. 
Same analysis: cards your opponents 
might add to those decks, and new ways 
to spank them if they do. You're taking 
notes, right? 

> Guess what? Read the spoiler list 
again, but look for combinations—cards 
that play nice with each other. Remember 
cards in previous sets, too. You'll probably 
get ideas for new decks—that’s it, write 
them down. 

> Okay, last trip through the spoiler 
list. This time, look only at the cards with 
a casting cost of three or less. Those are 
the ones you'll see in the early 
game, and the Magic sharks out 


there love cheap cards. 


Listen to the experts, 
but don’t listen 
too much 


Your friends at the game store, writers in 
this magazine, and active players on the 
Internet will be only too happy to offer 
their opinions on which Urza’s Destiny 
cards are good and which cards are weaker 
than vegetarian gravy. Pay attention, 
because those experts have studied Magic 
for a long time, and they've seen a lot of 
cards come and go. 

But take what they say with a grain of 
salt. A lot of cards get overlooked for a 
long time—sometimes years—before 
some clever Magic player figures out a 
deck that’s scarier than the first day of 
hand-grenade training. 

Train hard, recruits, and I'll see you 
next month. Dis-MISSED! 


DON HATELTINE 


a TAR. 
-WARS 


EPISODE I 


Anywhere. 


a | | ir the Young Jedi Collectible Card Game, you can 
; carry the magic of Star Wars in your back pocket. 


| The first expansion of the Young Jedi Collectible Card Game, 
titled Menace of Darth Maul, will be released in May 1999 and 
S contains 130 game cards plus the special set of 18 super rare 
eQLLEDTiBLe CARD OF | foil cards. Cards are distributed in starter decks of 60 and 
)booster packs of 11. Starter decks are 
=) pre-constructed and contain 16 cards 
=) not found in the booster packs. Foil 
cards appear only in the booster packs. 


COLLECTIBLE CARD GAME 


Two further expansions will be released in 1999, bringing 
the total number of cards to over YOO! 


Visit www.decipher.com for further information. 


De CP Pan ear 


The Art of Great Games 


Played by 
Jamie Wakefield 


GREEN (38) 

4 Creeping Mold 
3 Elvish Lyrist 

4 Fyndhorn Elves 
4 Llanowar Elves 
4 Natural Order 

3 Overrun 

4 Spike Feeder 

2 Spike Weaver 

3 Uktabi Orangutan 
3 Verdant Force 

4 Wall of Roots 


LAND (22) 

3 Gaea’s Cradle 
16 Forest 

3 Wasteland 


SIDEBOARD 
4 Choke 

4 Root Maze 

3 Lifeforce 

1 Sliver Queen 
3 Tsunami 
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he metagame during the Extended-format 
qualifiers for Pro Tour-New York was a 
wild and woolly one, overshadowed by the 
April 1 banning of Memory Jar. For an 
analysis of decks doomed by recent card 
bannings, check out “Deck Deconstruction” 
on page 42. But here are some top decks from 
the post-Memory Jar part of the Qualifier 


season—and these are still legal. 


Secret Force 


Soltari 
Swords to Plowshares 
$ White Knight 


Lackey Red 


_ Played by 


Jason Lanzillotta 


RED (36) 


2 Fire Blast 

3 Goblin Grenade 
4 Goblin Lackey 

3 Goblin Mutant 

4 Guerrilla Tactics 
4 Jackal Pup 


2 Red Elemental Blast 


3 Tormod'’s Crypt 
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Defend your kingdom from hostile nomads. 

Slay dragons to obtain their hordes of gold. 

Make friends from across the globe. 

Fight other players in arena combat. 

Fall in love and marry. 

Explore dungeons in search of magical artifacts. 
Join the community of thousands called the Nexus. 


ee eeecee Cx 
os oi wi” 
Papua - Suna, 
gar: * ee £ System Requirements Cys 
ai wt gi ¢ 
one . Pentium 90 ¢ ‘ 
* 16 MB Ram 
Window 95,98, or NT 
ay\ Internet connection 
Ae je Quick and easy download! 
hate > 
X od nkeese: 


a ©1999 Nexon Inc. All Rights Reserved. Nexus: The Kingdom of the Winds is trademark of Nexon Inc. Created and published by Nexon Inc. 
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WHAT’S IN: 
Hate 

April was the last chance to qualify for the 
1999 Pro Tour—New York event in the 
Extended environment. What did I see? 
Hate, hate, hate. 

This happens during every 
Constructed Qualifier season: One 
deck becomes dominant and 
defines the metagame. (This time, 
it was High Tide.) By season’s 
end, there are far fewer copies of 
the dominant deck than there are 
of decks designed to hate the 
dominant deck. 

In no other environment would 
you see so many decks with 
Arcane Laboratory and Sphere of 


Resistance! 


WHAT’S UP: 
The Many Faces 
of “Hate’ 

Hatred. The devastating instant from 
the Exodus expansion...Channel and 
Fireball combined! Also the nickname for a 
deck designed to win with the card Hatred. 

“What are you playing?” “Mono-black 
Hatred.” 

Hate-Draft. When you take a powerful 
card (that you can’t use) from your draft- 
table neighbor just because you don’t want 
him or her to have it. 

“Why did you take my Symbiosis?” 

“I had to hate-draft it, dude. It would 
wreck me.” 

Hate (generally). This refers to having 
cards in your main deck that devastate a 
common deck type you'll face. For example, 
Paladin en-Vec hates Sligh and Worship 
Aates Stompy. 


WHAT’S NEXT: 
Standard 

Standard takes a backseat to Limited, 
Extended, and Block Constructed formats 
during most of the year. But at the end of 
spring and through the summer, people play 
Standard again in preparation for Regionals, 
Nationals, and the World Championships. 
It'll be interesting to see the effects of 
recent bannings and the Urza’s Legacy and 
Urza's Destiny card sets. Will mono-red 
dominate 1999 as it did 1998? 
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THE DECK TO BEAT: 
High Tide 

High Tide is a mono-blue combination 
deck that defends itself with permis- 
sion and uses High Tide to generate 
multiple mana from each island. The 
deck then uses untap effects like 
Turnabout, Time Spiral, and Frantic 
Search to tap each island multiple 
times, eventually putting enough ® in 
the pool to deplete the opponent's 
library with Stroke of Genius. 


STORY OF THE 
MONTH: Low Tide 


A Top 8 match at a Columbus, Ohio, 
Qualifier tournament pitted Pro Tour 
superstar Pat Chapin (High Tide) 
against relative newcomer Theron 
Martin (Five-Color Living Death)}— 
and changed the face of High Tide 
decks worldwide. 

Pat had no idea what Theron was 
playing and opened with an island. 
When Theron played a turn-one 
Badlands, Pat assumed some sort of 


black/red Necropotence deck and played 
another island because he wanted to be 
able to Counterspell a Hymn to Tourach 
or Demonic Consultation. So Pat was 
flabbergasted when Theron played a 
forest and Carrion Beetles! 

Over the next two turns, Pat realized 
Theron was running some sort of Survival 
of the Fittest deck and decided to go for 
the win. He played Thawing Glaciers and 
Merchant Scroll (for High Tide). Theron 
then wrecked Pat by playing two more 
lands, including City of Brass, to cast 
Lobotomy. 

Theron faced a choice: High Tide, 
Mind Over Matter, or Time Spiral. He 
took the High Tides, thinking that Pat 
couldn't generate endless mana without 
them. 

Pat found himself in a seemingly hope- 
less situation. Yet, even lacking High 
Tides and infinite mana, he figured he 
could generate just enough mana to stroke 
out Theron’s deck...barely. And Pat inad- 
vertently changed High Tide deck con- 
struction in the process. 

Pat played his Thawing Glaciers, then 
used Mind Over Matter and Turnabout to 
untap them. Over the next few turns, he 
thawed all the islands out of his deck! 

This gave Pat a huge amount of mana 
on the board. When combined with Time 
Spiral and Mind Over Matter, there were 
enough islands to generate 
49 mana. Theron had only 44 cards left in 
his deck, so Pat could use 47 mana for 
Stroke of Genius, leaving two extra mana 
for either Impulse or Merchant Scroll to 
fetch the Stroke if he didn’t draw it with 
Time Spiral. 

But in response to Time Spiral, Theron 
hit Pat with Fireblast, sacrificing two 
mountains. The damage was irrelevant, 
but the Fireblast put two more cards into 
his deck (the sacrificial mountains). 

Pat now Aad to draw Stroke of Genius 
as one of his seven cards or he wouldn't 
be able to stroke Theron out. 

Luckily for Pat, Theron cut right to the 
Stroke of Genius, and what should have 
been a disastrous game for Pat ended up 
as a win—and simultaneously influenced 
almost all High Tide players to add 
Thawing Glaciers to their decks. 


HATELTINE 


DON 


by) Mark Rosewater 


WHAT’S IN: 
Mega-Mega-Cycles 

In every expansion, we do several 
cycles of cards. A cycle is a theme that 
runs through each of the five colors. 
An example of a cycle from the Urza’s 
Legacy expansion would be the “sleep- 
ing” sorceries (Planar Collapse, Second 
Chance, Brink of Madness, Impending 
Disaster, and Defense of the Heart). 
And 1997 completed a mega-cycle of 
Atogs. Instead of putting all five cards 
in a single set, we spread them out 
over five sets (Atog in Antiquities, 
Foratog in Mirage, Chronatog in 
Visions, Necratog in Weatherlight, 


THE LONG GAME 


he top prize at the 
Duelist Invitational is the 
ability to create your own 
card. Last year Darwin 
Kastle designed 
Avalanche Riders, which was 
released a year later in the 
Urza's Legacy expansion. This 
year’s winner, Mike Long, has 
recently turned in his card: 


Long’s Merfolk 

le 
Creature — Merfolk 
Blue 

1/2 

¢:Long’s Merfolk gains flying 
until end of turn. 
Whenever Long’s Merfolk 
damages a player, you may 
look through the library of that 
player and remove one card 
from the game. Afterwards, 
have that player shuffle the 
library. 


Keeping the pace set by 
Darwin's card, Mike’s card is 
being put into the first 
Mercadian Masques expansion, 
called Nemesis. It will still need 
to go through development, so I 
will keep you informed of its 
progress. 


Insider TF, 


Auratog in Tempest). But Magic R&D thinks even 
bigger than that. How many of you have picked 
up on the mega-mega-cycle? Yes, R&D has 
been putting together a cycle with one card a 
year for five years. And what would that cycle 
be? It’s a cycle of legendary lands. It started in 
the Mirage block with Teferi’s Isle. It contin- 
ued in the Tempest block with Volrath’s 
Stronghold. The third of the series appears 
in the Urza's Destiny expansion. The 
fourth has already been designed for 
the Mercadian Masques block. And yes, 
we have even started planning the fifth card, 
which will appear during next year’s stand-alone 


block. 


WHAT’S OUT: 

Multicolored Cards 

You may have noticed that there haven't been any 
multicolored cards since the Stronghold card set. 
R&D has decided to let gold-background cards take 
a little sabbatical. Don’t worry, though: they will 
come back in style sometime during the next 
millennium (well before 2999, I promise). 


WHAT'S UP: “tIt...is...your...destiny.” 


Although I’ve done design on all the recent Magic sets, the Urza’s Destiny 
expansion provided my first chance to be lead designer since the Tempest card set. 
(Okay, technically since the Ung/ued supplement, if anyone’s double-checking.) 
I’m not allowed to spill too many beans here, but the set has a lot of fun stuff in 
it. Echo returns with “leaves-play” effects added to its repertoire. Cycling shifts 
into a new area of play. “Lobotomy” and “reveal” spells make their debut. And 
“growing” enchantments start going local. In addition, you'll find: 


» An artifact creature for five mana that’s 8/8 with flying, first strike, 
and trample (okay, with a Divine Transformation on it). 

» A free creature enchantment that should see 
tournament play. 

» A 5/5 creature with trample for 2@ (/ook out, Juzdm). 

> Rofellos as a Legend (called Man o’ Mana in design). 

» A popular creature from the Legends card set 
returns in a new form (and this one doesn't deal 
5 damage to you when you block). 

>» A card that lets you deal 5 damage with an 
Orcish Oriflamme. mes 

» More sacrificing mountains for damage. 

» And the Necrodeck isn’t as dead 
as you think. Not by a long shot. 


FINALLY, a little morsel from 


Urza's Destiny to satisfy your curiosity. *********** 
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BY RANDY BUEHLER 


The Pro Tour 
Qualifiers 


leading up to 


Pro Tour-New York were 


perhaps the most heavily ven in this high-tech age of deck tech, 
analyzed in recent mem- some players still believe in originality. 
I, for one, believe the element of sur- 


ory. A lot of players spent o prise that comes from playing a rogue 


deck can give you a significant advan- 

whole lot of time reading ee ee ee 
tage. Jamie Wakefield, the self-proclaimed 
and talking about the most “King of Fatties,” ignored the temptation to 
copy a Net deck and instead spent many hours 
popular decks on the : 3 ees 
tuning his own unique decks. With just one 
week left in the PTQ season, he made his first 


Top 8, and in this month’s column, we'll join 


Internet. Still, even 


though High Tide decks 


him there. 


dominated and Memory Jar 


decks could win on the You're Jamie Wakefield and this is one of your 


last chances to qualify for the 1999 Pro 
first turn, not everyone a : ; SP : “ce 
Tour—New York. You're\playing your “Secret 
blindly copied these decks Force” deck, which isn’t |very typical, but you 
like it that way. Secret Force is a mono-green 
off the Net. : A us | ee, aC 
creature deck with lots of mana acceleration 
(in the form of Llangwar and Fyndhorn 
Elves) and some really powerful effects like 
Overrun and Natural Order. Typically, you 
use Natural Order to go get “the best fattie 
ever printed,” Verdafit Force. Lots of decks 
have trouble dealing with a turn-three Ver- 


sacrificing a creature. 


JAMIE’S CARDS IN PLAY 


+ Add @ v0 your mana pout. Pay 
Pan ater) eae mane Sore 


Cm heme ton for cowry tag 
‘anintos 


“Drew se the app water fans of 
pablo they mary” 
ama, Sa Aime martes foo 


Peneh hem pemene 


DUELIST 


Know When to Hold ’Em 


dant Force, so it’s usually worth the cost of 


PE Se 


Your quarterfinal opponent in this Qualifier 
is Chris Senhouse and he’s playing Counter- 
Sliver. His deck includes Counterspells and 
Force of Wills to stop opponents from imple- 
menting their game plans, plus a healthy num- 
ber of Slivers for offense (several of which are 
blue and can be pitched to Force of Will). 

You start off game one with a first-turn Elf 
and a second-turn Spike Feeder. Chris plays a 
Crystalline Sliver and you play an Uktabi 
Orangutan. (You've done enough playtesting 
to know that Counter-Sliver doesn’t have any 
artifacts you'll need to blow up, so there isn't 
any reason to save the Orangutan.) 

Now the game reaches an interesting stage. 
Chris untaps and just says, “Done.” It’s your 
turn and you've got Llanowar Elves, Spike 
Feeder, and Uktabi Orangutan to Chris's 
Crystalline Sliver. He’s got three blue mana 
untapped and it’s your main phase. Your hand 
includes Overrun, Verdant Force, and Natural 
Order and there are two other copies of the 
best fattie ever printed somewhere in your 
deck, just waiting to come out and generate 
Saprolings. 

You play your fourth land and...what do 
you do with the rest of your turn? 


You obviously want to attack, so your first 
decision is whether or not to play Overrun. If 
you do (and Chris doesn’t counter it), you'll 
be able to attack for 10 with trampling crea- 
tures, taking away half of Chris’s life total. 
However, you can get damage through this 
turn even without Overrun, and Chris has 
untapped mana he could use for a Counter- 
spell, so this doesn’t seem like the right turn 
to play it. 

The next part is fairly straightforward. 
Declare an attack phase and serve up some 
beats. The only real question is whether to 
attack with the Elves. Chris can block with 
his Crystalline Sliver, but you've got Spike 
Feeder and four mana available to make your 
Elves 3/3 if he decides to block it. Because his 
Sliver will die without even killing the Elves, 
he’s unlikely to block. The only reason not to 


a 


CRBs 


So many trading card games at Gen Con” Game Fair ’99. So few available 
hands. Unless you happen to be a sheep named Dolly, you'll have to 
settle for one game at a time. One tournament at a time. But with four 

days to play—24 straight hours each—you'll get in enough 
hands to please an army of you. 
You can even catch the best of the best paired up at World 
Championships for games like the BattleTech® and Legend of the 
Five Rings TCGs. And while you give your digits a much-needed 
break, get cards signed by your favorite artists and catch the latest releases 
from your favorite game companies. 


Call (800) 529-FXPO to receive 
your registration packet, or 
register an the Web at 
<www.andoanunlimited.cam>. 


August 5-8, 1999 
Midwest Express Center 
Milwaukee, Wiscansin 


gen32-tcg-1 OVER 2,000 GAMING EVENTS. NO GENE SPLICING. 


ANoon UnumiTed is a trademark of Wizards of the Coast, Inc. Gen Con is a registered trademark of TSR, inc. Logoad of Se Five Wings is a vademati: ct Five Rings Publishing Group, Inc. TSR, Inc. and Five Rings Publishing Group, inc. are 
subsidiaries of Wizards of the Coast, Inc. BattleTech is a registered trademark of FASA Corporation The BattleTech universe is protected by copyrights owned by FASA Corporation and used under license. ©1999 Wizards of the Coast. Inc. 


attack with the Elves is because you want to 
tap it for 
planning to spend that mana this turn. 


ana. However, you're not 


So send it in. 
Your Spike| Feeder makes it really hard 
for Chris to block effectively. If he blocks 
either the Elves or the Orangutan, you'll 
just move some spike counters and kill 
his Sliver without losing your creature. 
Chris’s only useful choice is to trade his 
r Spike Feeder. However, 
ries that, you still have the 
ving spike counters onto 
atures, so they deal more 
damage this} turn and become more 
threatening on all future turns. 

(Note that if this tournament had been 
run under th Edition rules, Chris 
would have had even more problems. 
Under the new rules, if Chris blocks the 
Feeder, you can have the Feeder deal 2 
damage to the Crystalline Sliver and 
then move the spike counters onto your 
other creatures. You get to 
kill his sliver and sti/] use the 
Spike Feeder’s ability!) 

Chris plays with Muscle 
Slivers and {Worship and 
doesn’t really, want to lose 
his Crystalline Sliver, so he 
might not block at all. That 
is, in fact, what happened. 
Left with no |good blocking 
options because of the Spike 
Feeder, Chris chose to take 
5 damage. 


Sliver for yo 
even if Chris 


option of m 


your other c 


Now what? You've got four mana 
untapped and Natural Order in your 
hand. 

Jamie made a really intelligent play at 
this point in the game—he just said, 
“Done.” Ch has a full hand of cards, 
three blue mana untapped, and he’s play- 
ing a deck with a fair amount of permis- 
sion. What do you think he’s got in his 
hand? He could be holding land and 
Slivers, but he’s probably got at least one, 
and quite possibly several, counterspells. 

There’s no reason to make things easy 
for Chris and sacrifice a creature to 
attempt to play Natural Order. Yes, it 
would be really cool to bust out Verdant 
Force at this point. But if Chris counters 
your Natural Order, you are down a crea- 
ture and Chris will still have two blue 
mana up next turn. The right play is todo 
nothing. 
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BUILD ON YOUR ADVANTAGE 

Doing nothing is especially good because 
you currently have board advantage. Chris 
will have to do something soon about the 
creatures you have in play. He can’t take 5 
damage per turn for long. Even if he 
trades his Sliver for your Feeder, he’s still 
going to take 3 damage per turn until he 
plays another creature. Eventually, he'll 
have to react to your weenies. 

If you wait until he taps some mana to 
react to your first few creatures, it will be 
much harder for him to counter your real 
threats (like Natural Order and Over- 
run). Llanowar Elves and Uktabi Orang- 
utan might not look very threatening, but 
if you play correctly, they are threatening 
enough. 

There's nothing special about 
Counter-Sliver that makes this the right 
play. Jamie’s tactics here are good against 
most permission-based decks. If you get 
out a couple of fast creatures, you should 


make your opponent deal with those 


weenies before you let him or her coun- 
terspell anything else. Eventually your 
opponent will have to tap mana on his or 
her turn. 

In addition, you might be able to build 
up enough mana to play multiple threats 
on one turn. When playing Secret Force, 
for example, you might top-deck a Gaea’s 
Cradle and then have enough mana to 
try to play both Natural Order and Over- 
run on the same turn. With no untap 
phase between these two spells to refresh 
his or her blue mana supply, your oppo- 
nent may have to let one or the other hit 
the table. 

Remember, even if your opponent has 
enough permission spells in hand to 
counter everything you can do, you can 
often force through a key spell if he or 
she doesn’t have enough mana to play all 


those counterspells. That’s exactly what 
happened to Jamie in his match against 
Counter-Sliver. Chris had a hand full of 
permission, but Jamie forced him to deal 
with a couple of seemingly innocuous 
creatures. 

As it turned out, Chris drew more 
counterspells instead of drawing ways to 
deal with Jamie’s creatures. But even if 
Chris had drawn, say, Wall of Blossoms 
and Muscle Sliver, he would have been 
tapped out after playing them, and Jamie 
could have wrecked him with Overrun or 


Natural Order. 


DIFFERENT STRATEGIES 

FOR DIFFERENT FOLKS 

Obviously if Chris had been playing Sligh 
instead of Counter-Sliver, Jamie would 
have used an entirely different strategy. 
Sligh has numerous ways to kill small 
creatures, but no real way to deal with a 
turn-three Verdant Force, so Jamie would 
played Natural 
\) Order as soon as possi- 
ble. By constantly tun- 
) ing and practicing his 
pet deck, Jamie learned 
) how to play it against all 
his potential oppo- 
nents. By using the 
right against 
} each opponent, Jamie 
won this Qualifier and 
went on to play in Pro 
Tour—New York. 

I think there are two distinct lessons 
you can learn from Jamie's success. One is 
that whenever you have a board advan- 
tage against a permission deck, you 
should probably refrain from playing any 
important spells until your opponent 
proves he or she can deal with the perma- 


have 


tactics 


nents you already have in play. The sec- 
ond lesson is more general—whenever 
you prepare for a Constructed tourna- 
ment, make sure you understand how to 
play your deck against each deck type you 
expect to face. @ 


As one of the current masters of control, 
Randy knows just how frustrating it can be 
when you've got a hand full of counterspells 
and nothing to cast them on. If you see an 
interesting situation that might make a good 
subject for this column, email Randy at 
<buehler@stargate.net>. 
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‘Gales of he Gwiord Coast’ 


Legends of treasures lost and monsters to be defeated abound in the region. Almost all have 
at least some basis in truth. Are you up to the task? Will you return with even more fame than 
you accumulated in your previous travels? Or will you journey off; never to be heard from 
again-the source of your own legend, in turn...? 


+. 

yg 

uenED DOE Q ae+ 
Continue your adventures with the character 
you created in the original game. 

f 
rs More powerful spells, talkative NPCs, and Multiplayer support - up to 6 players via na 
k ae additional enchanted items to be found. modem, LAWN, or Internet. 4 
, are 7 
e. “nowags @@) WWww.interplay.com/bgtales ae + ight Ve 
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| ago, the 
DCI players’ 
~ organization banned é 
- Eorthcroft, Dream Halls, 
-urring Nightmare, : 


Fluctuator, Lotus Petal, 


i, 


e Spiral, and Memory 
These seven banned 
ds, along with the two 
er cards (Tolarian 
demy and Windfall) 
ned in January, mark 
most sweeping set 

card changes since 
‘introduction of the 
Ste ndord format. 


“BORING _ 
Rec” Deck 
This deck perfomed 
excellently for David 
Fornalski in the 1999 
Junior Super Series 
Western Regional 
Championship. 
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Banned on th 


BY BETH “BETHMO” MOURSUND 


e Run 


Five Decks That Caused Massive Bannings 


ccording to the DCI, banning nine 

cards in a three-month period was 

necessary because Standard had 

largely degenerated into a contest 

between solitaire-like combo decks. 
Whichever player drew the cards needed to 
complete the combo first would win (as early as 
turn two in rare cases, and very often on 
turn three or four) with little or no 
interaction with the opponent. 

If you haven't encountered 

some or all of these combo 
decks, though, the DCI ban- 
nings may be a mystery to 
you. In this month’s column, 
I'll briefly dissect the various 
combo decks that ran rampant 
through the professional tour- 
nament scene until their key 
cards were banned. 


FLUCTUATOR 
Fluctuator decks are extremely simple. Fluctua- 

tor makes cycling free. A Fluctuator deck con- 
tains four Fluctuators, some Dark Rituals, and at 
least one Living Death. The rest of the deck is all 


cycling creatures and cycling lands. 


The deck’s trick is to get a Fluctuator into play, 
then cycle cards until your graveyard is full of 
creatures and you have Living Death and two 
Dark Rituals in your hand. You use the Dark Rit- 
uals to play Living Death, dumping all your crea- 
tures into play at once. Next turn, stomp your 

Opponent into the dirt with your vast 
horde of creatures. 
Since Fluctuator costs 
only two mana to play, 
this combo can “go off” 
on turn two. Without 
taking a Mulligan, 
you have close to a 
50 percent chance 
of drawing one of 
your four Fluctua- 
tors. The Mulligan 
option increases these 
odds dramatically. Fluc- 
tuator just had to go. 


FREE WHALIE 
Back in Duelist #32 (p. 40), I wrote an entire 
“Deck Deconstruction” column on the Recur- 
ring Nightmare/Survival of the Fittest deck. 
Even then, many players felt that Recurring 
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The Recurring Nightmare deck 
reached its pinnacle when the Urza’ 
Saga set added the “free” creatures like 
Great Whale, which untapped lands 
when they entered play. A favorite 
name for these decks was “Free 
Whalie” (a pun on the “free” Great 
Whale). 

With Recurring Nightmare, it only 
takes three mana to drop Great Whale 
into play, and then you get to untap up 
to seven lands, including the three you 
just used. You can repeat the process 


again and again by sacrificing the Whale 
to put another free or cheap creature into 
play. Once you've generated a few hun 
dred (or million) mana, you can play Fireball 
or Stroke of Genius to send your oppo- 
nent to oblivion. 

As part of the B&R announcement, the 
DCI also announced errata to the “free” 
creatures that made this trick no longer 
work. But the DCI’s 
B&R Recurring 


Nightmare allowed too 


even without it, 


committee felt that 
many broken 
combinations, so Recurring Nightmare 


was banned as well. 


Memory Jar was added to the April 
Banned & Restricted List a few days after 
the initial announcement, when reports 
started coming in about second- and 
third-turn wins in the Standard format. 
The easiest way to win with Memory Jar 
is to use Megrim to deal damage for all 
those discarded cards. This version was 


dubbed “Broken Jar.” 
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developer 


The Broken Jar deck wins by getting 


Megrim into play and using two Memory 


Jars (or using a single Jar twice by playing 


Yawgmoth’s Will). At the end of the turn, 
each player will discard 14 cards, which 
causes Megrim to deal 28 damage to your 
opponent. If your opponent managed to 
play some instants during the turn, the 
discards will be reduced, but it’s almost 
impossible to play enough cards to get 
below 20 damage. Two Megrims and one 
Memory Jar also do the trick. 

After Megrims and Memory Jars, the 
rest of the Broken Jar deck consists of fast 
mana (Mana Vaults, Grim Monoliths, 
and Dark Rituals) and ways to retrieve 
the Jars and Megrims. Tinker works very 
well for this, because you can tap a Vault 
or Monolith for mana and then sacrifice 
the tapped artifact and “trade” it for a 


Memory Jar. 


The first tournament-level deck to use 


Dream Halls was last year’s “TurboZvi” 


“BROKEN JAR” DECK 
Here’s a basic deck supplied by Randy Buehler. 


Creatures 4 Necropotence 
4 Tinker 

east 4 Yawgmoth's Will 

ars tends 

4 Dark Ritual ; 

4 Grim Monolith : Hs _ nse : 

4 Intuition ; oe ater Depths 

4 Mana Vault : i a 

3 Megrim iInderground River 
Sideboard 


4 Mox Diamond At your discretion 


This 


deck used Mana Severance, Dream Halls, 


(designed by Zvi Mowshowitz). 
and tons of card-drawing cards, with 
Gaea’s Blessings to recycle the library. 
When first publicized, TurboZvi caused a 
lot of furor, but the deck proved slow 
enough in actual play that a number of 
other decks could deal with it fairly easily. 

The deck that caused the banning of 
Dream Halls is a version of the “Mind 
Over Mana” deck (earlier versions were 
discussed in Duelist #35, p. 38). When 
Tolarian Academy was banned, players 


quickly discovered the power of Dream 


ar 


. 


¥- Fearless warrior. 

_ Powerful, chiseled, god-like physique. 
Experienced forester. 
Strikes fear into the heart of the 
most hardened villain. 
Sleeps with one eye open. 


Brooding. Mysterious. Intense. Intimidating. 


Known to many as Ra 
Wit and intelligence charm townspeople 
and defeat enemies. 

Willing to give life in the fight against the dragon. 
Raw animal magnetism makes him quite 
popular with the wenches. 


the Beheader. 


Battle the Darkness of the Laria and Build Your Own World 


INATTERE 


“Delivers what CRPG fans have been clamoring for... customization.” 
—Gamesmania 


Shattered Light is the first RPG to deliver 
near limitless expansion and modification. 
ak », Its revolutionary World Builder engine 
~*~ allows players to customize: 
la fs 


. ut 


e Maps ¢ Spells 

¢ Monster Statistics ¢ Skills 

¢ Items and Weapons 
¢ NPC text 


And create entire 
new dominions 
of with more 
than 4,000 
terrain tiles. 


Invite your friends 
to join you with 
Shattered Light’s 
Multiplayer feature. 
Play modem-to-modem 
with up to 8 players 
on line. 


Write your own quests or follow those written by 
such award-winning authors as: 


¢ Chelsea Quinn Yarbro ¢ Robert Silverberg 
e Jody Lynn Nye ¢ William R. Forstchen 


Shattered Light , the original paperback 
fantasy series, is also available from Pocket Books ed 
Visit www.shatteredlight.com 


Halls as an alternate way to get Mind 
Over Matter into play quickly. 

Like all Mind Over Mana decks, the 
deck uses Time Spiral, Stroke of Genius, 
and other card-drawing effects, along 


with Mind Over Matter, to repeatedly 


cycle through the deck, untap and re-tap 
mana producers, and build up a huge 
mana supply. Eventually (if the opponent 
doesn't concede or fall asleep first), the 
deck wins by targeting the opponent with 


a huge Stroke of Genius. 


Earthcraft infinite-loop decks have been 
around for quite a while. I first wrote 
about two of them (“Mesacraft” and 
“Goblincraft”) back in Duelist #24 (p. 46). 
Occasionally Earthcraft decks managed 
to successfully crossbreed with other deck 
types. One of my favorites was a “Night 
mare Survival” deck, using infinite-mana 
Earthcraft loops, that Randy Buehler 
played in the Rath Cycle portion of the 
1998 World Championships. 

The Urza’s Saga set then introduced 
Horseshoe Crab. The resulting “Crab- 


craft” decks moved Earthcraft higher up 


in the “possibly broken” category. The 
straw that finally broke the camel’s back 
was the Enchantress deck. These decks 
added Argothian Enchantress and Verdu- 
ran Enchantress to the Crabcraft engine 
(because this deck relied on multiple 
copies of several enchantments). A deck 
full of enchantments and eight “when you 
successfully cast an enchantment spell, 


draw a card” creatures provides huge card 


DREAM HALLS e 
es ” Spells 
the 1999 kunior ae 1 Attunement 
Series Western 4 Brainstorm 
Sati pei 


4 Counterspell 
this deck. 


4 Intuition 
4 Mana Vault 


advantage. The Enchantresses made it 
much easier to get the infinite-mana 


Earthcraft/Fertile Ground/Horseshoe Crab 


engine into play. 


Wizards of the Coast REED is currently hard 


at work on “BethMo 


Seventh Edition.” 


This newest edition of BethMo will incorpo 


rate leaner rules and all your favorite cards 


from previous editions of BethMo. 


4 Meditate Sideboard 
3 Mind Over Matter 
: 1 Annul 
4 Stroke of Genius 4 Arcane Laboratory 
2 Forbid 
3 Turnabout 3 Hydroblast 
Lands 3 Rescind 


3 Ancient Tomb 
18 Island 


2 Stalking Stones 


“CRAFTY Creatures 1 Fireball 2 Serra's Sanctum 
Argothian Enchantress 2 Flickering Ward 1 Thran Quarry 
7 
ENCHANTRESS 4 Birds of aaa 2 Stroke of Genius Sideboard 
Rade played i Horse 4 Sylvan Library 
a /Ench id : Tusa efeie 1 Turnabout 2 Energy Field 
4 Wild Growth ; i 
poisoned oS Lands a 
Duelist Invitational. ppreingse 4 4 City of Brass rp lesa 
4 Exploration 9 Forest 4 Worship 
. 1 Island 


4 Fertile Ground 


Hel 


‘Devoted monk. 

' Servant of the light. 
Walks through the valley of death 
with a broadsword. 
Charismatic faith healer whose personal charm 
wields enormous power. 
Sought out for his wisdom and loving kindness. 

in reverence by all who cross his path. 

_D atic about saving souls from the 
' dragon and the devil. 

} Greatest triumph: releasing an entire 

village from an evil spell. 

Once slayed 30 lizardmen. And it was good. 

Vow of celibacy tested daily due to the effect his 

otherworldly sex appeal has on the womenfolk. 


DARYISTONG 


This month I 
will explore o 


| 
) 


critical point 
in o simuloted Booster 
Draft, looking at the fac - 
tors that govern the dec 
Bions you have to make and 
the questions you should 


ask yourself as you weigh 


these factors. 


Se ae ee Ch! lr ee 


Questioning Your Options 


Ten Questions to Ask When Choosing Your Cards 


our in the first round of a Booster 

Draft (in which everyone opens a 

booster, chooses a card, and then 

passes the booster to the left). You 

chose Catastrophe from the pack 

you opened (your first pick). From the second 

pack (the one passed to you from the player on 

your right), you chose Pestilence. The third pack 

has just been passed and you're eyeing three dif- 

ferent cards: Sanctum Custodian, Befoul, and 
Barrin, Master Wizard. 

This type of decision comes up a lot, so I have 

made a list of ten questions to ask yourself when 
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DS) @: Prevent up to 2 damage to 
creature or player. 

1) serra sold them to guard Urea as he 

healed. Five years they stood. 


Your choice picks for the third round 


faced with similar draft situations. You won't 
always have to ask every question for every card, 
but some tough situations require you to think 
your decision through from every angle before 
making a choice. 


TO PLAY? 
In an Urza’s Saga-only draft (in which each 
player has three boosters of Urza’s Saga cards), 
black is better than all other colors by a large 
margin. So you would value Befoul more than 
usual because you would prefer to play black. 
Some players draft so often in the same format 


1) WHICH COLORS WOULD YOU LIKE 


that they end up valuing cards of a color or a play 
style more than they normally would. Knowing 
your own preferences is perhaps the most impor- 
tant factor in the beginning of a draft. 


SEE THE PLAYER TO YOUR LEFT PLAY? 
If you want the player to your left to play blue 
because he or she will be less likely to draft your 
colors (which may lead to getting better cards 
sent your way in the second round when boosters 
pass to the right), you would pass Barrin. Even 
though letting such a powerful card through this 
early is scary, it may be worthwhile if you aren't 
bothered by that player's “blueness” or if you see 
future rewards outweighing his or her gain. 


2) WHICH COLORS WOULD YOU LIKE TO 


ACCESS T0? 


Sometimes, opportunity prevents you from 


3) WHAT COLORS DO YOU HAVE 


being able to make a color change, and late color 
changes are often disastrous. In this example, 
even if you already passed two strong blue cards, 
you should probably think twice about taking 
Barrin (although those blue cards would have to 
be excellent to pick up Barrin just to prevent giv- 
ing it to your opponent this early in the draft). 
Timing can be a strong consideration in what to 


draft. 


Lavi 


Your deck so far... 


A related 
question is crea- 
ture count. If you are 
really short on creatures, a card like Befoul might be 
worse for you than, say, Hollow Dogs. Try to 
avoid these situations, because if your deck is 
unbalanced, you may find that working to bal- 
ance it later in the draft may require you to 


choose less-powerful cards. 
HOW GOOD IS THE CARD IN 


4) QUESTION? 


Barrin is very good, so it might be worth taking 
a chance on, even though you may not be able to 
play it in the end. Sanctum Custodian is proba- 


bly the worst of the three cards, but it is 
still a very good card. While this seems 
like an obvious question to consider, 
many advanced players forget to ask 


themselves this one because they are 


focused on color issues. 

DOES THE CARD GIVE MY DECK 
5) GREATER SYNERGY? DOES IT 

HELP/HURT MY MANA? 
Although these are two questions, they 
are strongly related. Befoul rates highly 
in synergy because the more black cards 
you have, the easier it is to run Pestilence 
and the better Pestilence becomes. Plus, 
the more black cards you take, the more 
likely you are to get black cards from the 
second pack, which gives your deck even 
greater synergy. 


The same applies to mana concerns. 


Befoul makes the double-black cost of 


Pestilence easier to swallow just as Custo- 


dian improves your chance of playing 


Catastrophe (you will need more plains if 


you're playing more white cards, making it 
easier to cast). Avoiding awkward mana 
configurations is a major factor in suc- 


ceeding at draft play. 


THAT OPTIMIZE THE PICK? 


Getting an early Barrin is much better 


6) WILL I GET CARDS LATER 


than getting one later in the draft, because 
you know to value cards like Launch (a 
“perpetual” flight enchantment that will 
come back to your hand after you sacrifice 
it to Barrin) more than usual. An early 
Barrin puts you in a position to get combo 
cards later in the draft. A Launch may be 
worthless to another player but essential 
to your deck’s success. Knowing which 
cards fall into this category is a good sign 
that you understand the set. 


HOW MANY CARDS WILL YOU 
7 HAVE TO CUT BY TAKING 
THE PICK? 


Unless you play three colors, if you pick 


Barrin, you'll end up having to bench 
Catastrophe, Pestilence, or Barrin himself. 
If picking Barrin means removing another 


excellent card from your deck, this may be 


justification not~to~take~it.-his~is~an 


important point. You aren't hoarding as 
many good cards as possible. You are 
making a deck. Cards not in the deck are 
dead. Therefore you must attach the value of 
the Custodian to Catastrophe and the 
value of Befoul to Pestilence. So your 
decision becomes Barrin versus Catastro- 
phe/Custodian or Barrin versus Pesti- 
lence/Befoul. The Master Wizard has to 
be better than either packet to be a worth- 
while pick. Understanding this point is 
essential to your success as a draft player. 


LOOSE? 
I made this distinction in a previous arti- 
cle (See Duelist #37, p. 44.) In essence, in 
a tight draft your access to “bombs” 


8) IS THE DRAFT TIGHT OR 


(power cards) is limited, while in a loose 
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an 


Harnesses 


Ravishing sorceress. 


ntuitive, intelligent, and deadly. 
Perfect physical specimen. 
Legs inspire lust in knights, rogues, 
warriors. 
Uses powers for good, not evil. 
Rebukes all suitors. 
ic energy through communion. 
_ Will morph into a werewolf if provoked. 
Interests include decoding secret messages 
and experimenting with arcane spells. 
Meditation promotes luminous complexion. 
Maintains girlish figure with daily swordplay. 
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Orson Scott Card, Ursula K. 
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> The only magazine with Star 
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draft cards seem to float around the table. 
If your table is tight, keeping to your 
original black and white picks is more 
important than drifting around. Taking 
Barrin at a loose table is less risky. You are 
more likely to need a lot of great cards to 
win, and they're just as likely to come in 
blue later in the draft as in black or white 


which gives Barrin more potential. 


IS THE CARD LIKELY TO COME 

9) BACK AROUND THE TABLE? 

In this example, all three cards are likely 
to get soaked up long before you see the 
pack again. Frequently, however, you can 
take a card knowing that another card in 
the same pack will come around. You 
often find powerful multicolor cards in 


this category. 


WILL THE CARD HURT ME IF 
10)! PLAY AGAINST IT? 
When you're in the late stages of a draft, 
taking a color hoser like Boil (which 
destroys all islands) can be key if you are 
playing blue. Remember you should only 


do this when there isn’t a good card in the 


pack that would make the starting lineup 
in your deck. I think players often overdo 
such defensive drafting. Sideboard cards 
like Boil only hurt you in the second and 
third game and only when your opponent 
draws them. Plus, you may never even play 


against the person who drafts that card. 


So what would I take? Others may dis- 
agree, but I would take Befoul in an Urza’ 
Saga draft because access to black is 
perhaps the most important feature of a 
successtul-Saga-only~draft--In-an-Urzas 
Saga—Urzas Legacy draft (where each 
player has two Saga boosters and one 
Legacy booster), I think I would still take 
Befoul, although it’s a much harder deci 

sion. White is better in Urza’s Legacy, so | 
might take the Custodian to set myself up 


for good white picks from the Legacy pack. 


In a loose draft, I just might slide over 
to Barrin. A third-pick Barrin would 
probably mean that more good blue cards 
are coming. If the players to my right are 
notorious for not playing blue, I might 
take Barrin even though it would entail 


some risk. I haven't done enough work yet 


You aren’t hoarding as many good cards as possible. 
You are making a deck. 


to know what I like in Urza’s Legacy, so 
my color preferences may change after | 
get more practice with that set. 

In the end, there is more going on in a 
draft than can be covered by these ten 
questions: Once~you~can-ask-and-answer 
these questions routinely during a draft, 
you'll be on your way to more successful 


Limited play. Good luck and have fun! * 


Brian Hacker forgot to send us a bio this 


month. I bet he'll never do that again. 


*Fully 3-D characters 
and environment 


«Simultaneous 
control of 2 


characters 


i 


Bid farewell to 
vour former self. 


*Random Quest 
Generator 
ensures Maximum 
playability 


*Manual camera 
control allows 
you to rotate 7O00 
degrees and 


zoom in and out 


*100 different 
enemies based 
on 30 different 
characters 


*22 weapons and 


spells 


*Supports multi 
player mode 


Enter the world of Darkstone and leave 
your identity at the door. Surviving this 
medieval world, living under the shadow 
of a nefarious dragon, will require 
nothing less than a complete transfor- 
mation. As a knight, monk, thief, or 
sorcerer, you will creep through dun 
geons, explore towns and wilderness, 
and slay armies of nasty enemies on 
your quest to collect the seven orbs 
that can defeat your firebreathing 
nemesis. Look deep inside yourself. 


Is there a dragon slayer within? 
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U rza’ Ss Destiny, * the next expansion for the 

’ Magic:The Gathering trading 
card game, brings the story he in ee Urza's Saga set and con- 
tinued in the Urza's Legacy set to an open-ended conclusion, 
paving the way for the return of Gerrard and the Weatherlight 
crew in future sets. 

Players familiar with the Urza block will be 
pleased to see echo and cycling return (cycling 
in particular gets an interesting nudge). Plus, 
even the most jaded players—those who often 
feel like they've “seen it all before”—will be 
challenged by what R&D informally refers to 
as “clever” cards. 

With Mark Rosewater as the set’s solo 
designer and Mike Elliott leading the devel- 
opment team, would you expect anything less? 


Here’s a sneak peek at the Destiny of Magic. 
Divine (Read: R&D) Influences 


“It never gets easier,” admits Mike Elliott, 
developer for the Urza’ Destiny set. “You get 
better at designing cards, but the line goes up 
every set because you have to keep coming up 
with fresh stuff, so you always stay about 
even.” 

Mark Rosewater, who designed this set 
almost entirely on his own, agrees. “The chal- 
lenge this time,” he says, “was to create a set 
with as much synchronicity as possible. I tried 
to take all the major mechanics and work with them in a way 
that allowed us to interconnect them.” 

Mechanics like echo and cycling return, and both get special 
treatment by being tied more directly to one of the major 
themes of Destiny: “leaves-play” effects. “In the past, we've done 
a lot with ‘comes-into-play’ effects but not nearly as much with 
‘leaves-play’ effects,” Rosewater explains. “Both cycling and echo 
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seemed to blend well with this theme. For all intents 
and purposes, creatures can now cycle from play. So the 
question becomes: when do I want to give up this creature?” 
By combining these various mechanics, Rosewater was able 
to design cards with options. Hunting Moa, a 3/2 uncommon 
green creature for 2 ®, not only has echo, but also lets you put 
a +1/+1 counter on a target creature when 
Hunting Moa comes into play...and when 
it's put into the graveyard. If you elect to 
treat it like a delayed sorcery, Hunting 
Moa can serve as a one-time blocker 
and give another creature +2/+2 perma- 
nently. Or you can choose to pay the 
echo and build up Hunting Moa itself 
to a 4/3 (with a +1/+1 counter just 
waiting to be put somewhere else when 
Hunting Moa leaves play). 

“And that’s a pretty tame card,” 
Rosewater points out. “You know, 
different designers aim their work 
at different cross-sections of players. 
Ultimately, we design cards that suit 
what we enjoy most about the game. 
Personally, I love it when the game 
looks like a puzzle, with lots of differ- 
ent interactions. This is the set where 
clever players will find tricks, and 
Magic is especially fun when you 
figure out ways to do things that 
aren't obvious.” 


Persistence of Vision 

Some of the cards coming in the Destiny set are the result of 
careful weeding, late development, or relentless persistence. 
Lobotomy cards—spells that destroy or counter a card and then 
remove all copies of that card from your opponent's hand, 
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decks for Urza's Destiny? 


Z 


What about ftournament- 
level cards? 


O:.9:3 


Will there be precenstructed theme 


So, if you're not prepared you may get thrown for a loop. 


library, and grave- 
yard—make their 
debut. But as is often 
the case in the 
design and develop- 
ment of a Magic 
expansion, some 
stuff just had to be 
left on the cutting 
room floor. 
“There was 
a bunch of 
cards—‘clever’ 
cards—that you 
could sacrifice to 
draw a card,” 
Elliott says, “and 
they had ‘leaves- 
play’ effects. We had 
to cut that theme 
down to just one or 
two cards like Marker 
Beetles.” (When this 
green creature is put 
into a graveyard, you 
put a +1/+1 counter on 
a target creature. Plus, 
you can “cycle” Marker 
Beetles from play by 


Destiny offers 
new options 


trick-builders. 


paying 2 and sacrificing the creature to 
draw a card.) 

Another series of cards that was rad- 
ically trimmed was a theme that 
Rosewater has been trying to do in 
Magic “forever.” 

“I wanted permanents that were 
removed from play but were then put 
right back in, triggering all kinds of 
abilities,” Rosewater explains. This 
theme, which began life as quite a 
few cards, ended up finding a place in 
only one card in Destiny: Flicker. This 
white sorcery removes a target non- 
token permanent from the game, then 
(as Rosewater said) puts it right back 
in again. 

Rosewater also had the chance with 
this set to introduce a few other con- 
cepts he’s been sitting on for awhile. 
“T’ve always wanted to make cards that 
have a sort of “Take it! Here you go!’ 
feel. I thought it would be fun to create 
a deck where you want to give your 
opponent your cards.” To that end, 
Destiny players will find a rare blue 
sorcery, Donate, that allows you to give 
away your permanents. 

“We also added a new cycle of 
‘reveal’ cards,” Elliott points out. “The 
Scents, one in each color, were created 
to go with the Seers (another theme in 
Urza's Destiny).” These ten cards should 
give players another way to maximize 


BLOODSHOT CYCLOPS: RAY LAGO 


SKITTERING HORROR: MARK TUG 


valk 


mono-color decks, reaping the benefits 


of having a lot of cards from one color in 
their hands. 


“T think players will be pretty excited 
about this set,” says Joe Hauck, a brand 
manager for the Magic trading card game. 
“First, premium cards were a big hit with 
quite a few players when Legacy came out, 
and this is only the second set to feature 
those cards. Second, Destiny contains 
many tournament-level cards, some of 
which will help break up the nasty combos 
that we've been seeing lately.” 

This set also features art by famed 
artists Greg and Tim Hildebrandt, who 
have contributed half a dozen pieces— 
one for each color and one artifact. 
“There are so many great pieces in this 
set,” Ron Spears, Magic art director, 
notes with pride. “We needed to keep a 
certain degree of consistency across the 
three sets from this block, and we've 
achieved that.” 

In Destiny, the traveling planeswalker 
spends time in Tolaria and Yavimaya 
again, and even ventures to Rath. The 
story and the art also take us to places not 
seen in Magic for a while, like Keld and 
Benalia. Plus, we get introduced to the 
Metathran and many other new creatures. 

According to Scott McGough, creative 
editor for Magic, both Rofellos, 
Llanowar Emissary, and Rayne, Academy 
Chancellor show up as legends. “Two 
other main characters from the novel 
[Bloodlines by Loren Coleman—ed.| 
appear on multiple cards—Gatha, 
Tolarian renegade, and Dawvol, Evincar 
of Rath, circa 3750,” he says. 

McGough assures players who are fol- 
lowing the story that “there’s some great 
stuff in there about the Keldons, and we 
gave Davwvol quite a bit to say in the set's 
flavor text. He’s a strange one, that 
Dawvol. If he offers you a bite of his 
sandwich, my advice is to 
refuse. . politely.” 

Keld, McGough notes, was devel- 
oped so carefully by Jesper Myrtfors, 
Mark Tedin, and McGough himself 
that players will hopefully sense how 
much deeper the Magic world has 
become. 

“I wanted Keld to be a society of 
‘sophisticated primals.’ Their motiva- 


tions and methods are instinctual, 
straightforward, and leave no room for 
doubletalk or dishonesty,” McGough 
explains. “But they've been living this 
way for so long and it’s served them so 
well that their society is very well estab- 
lished and consistent, even if there isn’t a 
Keldon Bill of Rights in the story that 
lays out exactly how Keld functions.” 

Such attention to detail by the people 
outlining Urza's fate should make the 
story behind the Urza’s Destiny cards res- 
onate like never before. 


Sizing up the set, brand manager Hauck 
had this to say: “Urza’s Destiny does a 
great job of creating cards that provide 
many choices or conditions in them. The 
more choices you have, the more complex 
the strategy becomes. I think players will 
be very excited to sink their teeth into 
this set and discover the various nooks 
and crannies of strategy contained 
within.” 

Rosewater agrees with this, and feels 
that Destiny is a powerful and interesting 
set. “It adds a few neat twists to the end 
of the cycle,” explains Rosewater. “I 
believe this set will have a profound 
impact on limited Magic, because it will 
create lots of fun interactions.” 

Players will get their chance to discov- 
er those interactions when Urza’s Destiny 
is finally fulfilled next month. Followers 
of the story will have to wait for 
Bloodlines, due out in August, to find out 
exactly what Urza is 
up to this time...and 
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if anything gets destroyed in his wake. 
“Urza is a complicated character who 
has done some ill-advised, ill-considered, 
and just plain inexplicable stuff,” says 
creative editor McGough. The 
planeswalker, he explains, was never 
meant to be a hero—he’s the protagonist 
of this saga, the one who makes things 
happen and determines the shape of 
things to come. 
“Fans and characters alike will have 
to see what comes of all of Urza’s machi- 
nations,” McGough concedes, “and 
decide for themselves if he was right, 
if he was wrong, and if it was all worth 
it in the end....” 


Michael G. Ryan's destiny is still under 
discussion in committee... 


arker Beetles 


'S Put into g 
anger Creature 
Of turn 


woes 


Pee: © aa 


12) i— | 
Bhim tS 


Lt 


Ww 


TODD LOCKWOOD 


_ emia we yy ~ LATA T. ti 


agin ropeFoh ig Magic: The C 
game can be a daunting experience. The ee 


game that make the Magic TCG strategically 
building your own deck, learning how thousands 


interact—also give Magic a challenging learning eu 
This July, that curve gets easier for new Magic p ayers. The. 
rter card set offersa’step-by-step introdtittion.to the world of 
Magieawhile preserving the-tieh strategy and evolving game play 
that veteran players have grown to love. 
“We wanted to create a set that would break Magic up into 
user-friendly levels,” said Magic Brand Manager Joe Hauck. 
“Theidea is, with Starter, Youcan be the first on your-block to 
playMagic, because Starter will teach it to you piece by piece.” 
e 180-card Stapter set brings to life Magic’s exciting world . 
~ of fantastic - creditures and magical speltsFeS.cssentially the same 
aye: original Magic: The Gathering™>players cast magic 
ft ; 


$s and summon creatures in a fantasy battle, trying to reduce 


pa from 20 life total to 0 life. The cards represent the 


res, and even the terrain from which the players get 
Mayers & 


VENERABLE MONK: D. ALEXANDER GREGORY 


of Séarter isn’t 

what's in the set, but what’s vot in the set: special 

Starter-only rules. Starter uses the same niles that 
Magic does. It’s simpler than advanced Magic only because cer- 
tain kinds of cards (like enchantments, artifacts, and most instant 
spells) aren’t in the Starter set-—players will learn about those 
cards when they step up to the Classic set. Previous introductory 
Magic sets like Magic: The Gathering—Portal used modified rules 
and terminology that players would have to “unlearn” when they 
maved on to advanced-level Magic play. 

“One of the things we learned is that consistency is the key,” 
Hauck said. “Starter is much more in line with Classic Magic and 
the expansions. We wanted the terminology to be consistent 
throughout the rangeof Magic products.” 

The Starter set uses standard Magic terms and the same array 
of creatures, spells, and lands that advanced and expert players 
use. The Starter cards arent necessarily any less powerful, just less 
complicated than their Magic counterparts. Some cards come to 
Starter directly from Magic expansions like the Visions and Urza’s 
Saga sets, while others are functional duplicates of existing Magic 
cards. Svarter’s Wild Ox, for example, is statistically identical to 
Anaconda from the Urza’s Saga card set. 


Because it’s designed to introduce new concepts gradually, 
Starter will be available in four formats. 

+The main Starter game box. Includes two preconstructed 
40-eard decks, a poster, step-by-step instructions, two playmats, 
two scorekeeping beads, and the basic rules. The two decks 
are. designed to»play well against each other and are sorted to 
pfovide a sample game if you don’t shuffle them. The rules 
take beginning players through their first game step by step; 
afterthat, new players know the basic rules and the decks can 
be shuffled. 

* The Starter gift box. This includes everything in the Starter 
basic game, plus an oversized card-and an instructional Magic 


Recruiting a New Player in Five Easy Steps 


You just spent a half-hour patiently 
explaining Magic to a friend, and it's time 
for a first game. All your careful instruc- 
tion works perfectly... 

until your new student reaches over and 
taps your lands to play a spell, that is. 

The Magic TCG is not necessarily an 
easy game to teach, because it’s unlike 
anything most newcomers have ever seen 
before. We've all seen people take one 
look at Magic card text and say: “Looks 
complicated. No thanks.” 

But Starter can be your secret weapon 
to turn your reluctant friends into regular 
opponents. Rather than trying to bring 
them up to speed on thousands of cards, 
you're meeting them halfway. Even the 


“old school” Magic players didn’t learn answersiyou get. 


everything at once, and Starter breaks 
Magic up into bite-sized chunks so new- 
bies don’t get overwhelmed. 


The bagi@ Starter game 

Getone of the 80-card Starter sets and 
play throughwthe’sample game with your 
friend. Don't shuffle the cards first! Out of 
the box, the cards are sorted a specific 
way to illustrate the basics of the Magic 
rules. Let him or her become proficient 
before you start shawing off. 

The sample game is a good test of your 
teaching skills, béGause you want to be 
sure you're playing atagood learning 
pace. Ask a fot of questions, and explain 
either more or less, depending on'the 


video_produted by the 
same production ‘team 
responsible for the Bi// 
Nye the Science Guy 
TV show. 

* Five theme 
decks. These repre- 
sent the Magic colors 
of white, blue, black, 

Blinding Fury,” the . ff 

white deck, features creatures < ar 
with flying and cards that 
destroy creatures and “Teach. today, and tomorrow 
landsy Blue's.“ Time Curse” « have opponents you : 
is heavy on countermagic. 
“Deadly Instinct” is full of black spells‘thateliminate cfeatures, 
cards in hand, and the opponent’s life total. “Goblin Assault” is in 
character for red, with aggressive creatures and direct damage. 
And the green “Impaler” deck has fast mana sources fueling some 
of the biggest, toughest creatures in the set. 

* Booster packs of 15 randomly sorted cards. As new players 
create their own Magic decks, they'll want access to all 180 cards 


in the Srarter set. 


Teaching new players is an important part of Starter. But it’s just 
as important to build a fun, exciting game—because that excite- 
ment is what made Magic a global phenomenon. 

“Starter is designed:to have a role within the whole process: 
making it easy and fun for the new player,” Hauck said. “We've 
learned a lot about teaching Magic over the years, and this is an 
incredible teaching tool. 

“But it’s more than that. You've got all the strategy, collecting, 
and creatures in Starter that make Magic what it is in the first 
place. Starter should remind everyone, whether they're new or 
not, why Magic is such a great game.” 


Now you canssimmiflc 
You've got two decks, so now's the time to 
play a few games in rapid-fite succession. 
(Remember learning multiplication? 
Repetition was the key.)¥our friend will 
see variations inepening hands, and how 
Magic unfolds a different way each time. 
After a while, trade decks with your 
Opponent, and keep playing. Once your 
Student understands how the turn order, 
playing spells, and creature combat work, 
it’s tim@ita take the next step. 


Use a theme deck 

Each of the Starter theme decks is 
designed to teach a different principle. 
The blue deck introduces countermagic, 
and red has “X” spells, for example. Get 
one or more into your student's hands, and 
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Starter game box with two 40-card decks, a poster, 


instructions, scorekeeping beads, and playmats. 


Garter gift box, which includes everything in 
the Starter box, plus an oversized card and an 
imstructional Magic video. 


Bive Starter theme decks: white “Blinding Fury,” 
blue “Time Curse,” black “Deadly Instinct,” red 


*Goblin Assault,” and green “Impaler.” 


Starter booster packs with a random assortment of 


TS‘ cards (complete set is 180 cards). 


You don’t want to get on the wrong 
side of this Archangelset’s tick off 
the reasons, shall We? It flies; so it's 
hard to block. ls a 5/5 creature, 
which definitely puts it into.the 
heavyweight creature category. And it 
doesn't tap when it attacks, so you 
can use that flying 5/5 oomph to 
attack On’your turn and block on your 
opponent's turn. Yes, you need seven 
lands to bring it into play, but Starter 
isn't as relentlessly quick as. expert- 
level Magic can. sometimes be. 


Beginning players often gravitate to 
life-gaining spells for an obvious rea- 
son: as long as you've gotlife left, 
you've got a chance, And’Gerrard’s 
Wisdom, originally printed in the 
Weatherlight expansion, is one of the 
best life-gaining cards out there. If 
you see Gerrard's Wisdom in your 
opening hand, you may have the lux- 
ury of playing cautiously, knowing 
that a gain of 14 life is on its way if 


For each card in your hand, you |} 
gain 2 life. (Don't count this cand | 


you can keep your hand full. Not a 
bad deal that early in the game. 


The Starterenvironment has two 
groups of spells: Creatures and sor- 
ceries. Packing Extinguish in your 
deck means your opponent will 
have to ask permission before he or 
she plays anything in the sorcery 
category, because for only two 
tapped lands, you can counter that 
sorcery and keep it from happening. 
And. Extinguish is easy to play in a 
deck that mixes blue with another 
color, because you only need one 
island in play—the other land can 
be anything. 


Why limit yourself.to using only the 
cards you control? Piracy, for the 
cost of only ¢ ¢, lets you help your- 
Self to your opponent's lands. On the 
turn you play Piracy, you can tap 
any lands on the table—yours or 
your opponent's—to pay for your 
spells. Getting access to those extra 
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play until he or she has the concepts down 
pat. 

You,get to have a little fun in this step, 
tooBecause thesSla@ffentheme deckSiare 
designed tomlay well against each other, 
you can be less shy about winning. Go 
ahead and play hard—theg Switch decks 
with your studeat.afienyou've demonstrated 
how a particular deck works, 

One other thing you might want to try at 
this stagembuilding your owa “theme” 
decks with yous vast supply of Magic cards. 
Remember, Sfarteris basically Magic.with 
no efghantments, no artifacts, and_only 
counterMagic instants, so buildwour decks 
accordingly. Trytesgivewolt recruit a taste 
of famous Magic deck types like Stompy, 


Draw-Go, and Sligh...but don’t win every 
game, and don’t agonize over your own 
decks. Think of the big picture: you're like a 
coach trying to improve a talented rookie. 


Time fgg@@eckbuilding 

Onceyour student knows the theme decks 
insite and out, get somi@ Starter boosters 
and provide a quickesson on deckbuilding. 
Explain how the,“mana Ghrve” works—you 
don't want tog’many or too few lands in a 
deck, and yow want a mix of different cast 
ing costs. Have your friend go. off and 
design a first deck, then come back to the 
table and play it againgtyou. Each theme 
deck box has a strategy inserbwith guide- 
lifes for deckbuilding: make Sure your stu- 
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lands.can help you get an extra 
creature on the table to break open 
a StalematenOr use the lands,to 
play that game-changing sorcery. 
More lands means more.ehoices, 
after all. 


Everybody likes comes-into-play 
effects, and Dakmor Lancer. has 
one of the best: creature destruc- 
tion. As soon as you have the 
lands out,to put it in play, the 
Lancer kills one of your oppo- 
nent’s creatures—you choose 
which one—just for showing up 
on the table. And the Lancer has 3 
power and 3 toughness, so the 
creature you destroy is probably 
only the Lancer’s first victim. 


Your opponent's hand of cards is 
one of the most important 
resources he or she has, and 
Coercion attacks that resource 
directly by forcing your opponent 
to discard a card of your choice. 
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Worried, about that huge creature 
hitting the table soon? Coercion 
sends it tothe graveyard. Need:to 
break up your opponent's clever 
card combination? Coercion fakes 
caré of that'too. Coercion illus= 
trates one of the oldest truths in 
Magic: you can’t play any cards if 
you don't have any cards. And it 
comes witha nifty side benefit— 
you. get to see everything in your 
opponent's hand, so you have a 
pretty good idea of what to expect 
in future turns. 


It may not look like much—after 
all, it’s just a 1/1 creature—but 
Goblin General really shines when 
you surround it with other Goblins 
in'adeck. Whenever Goblin 
General attacks, it brings out the 
best in Goblins, giving each one a 
+1/+1 bonus. And remember that 
Goblin General is a Goblin itself, 
so it’s a 2/2 creature when it’s on 
the attack. Red decks tend to do a 


When Goblin General attacks, 0 
estas control get +1/+1 
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lot of attacking, so don’t be shy 
about letting Goblin General lead 
sOme"aggressive Goblins to your 
opponent's side of the table. 


Relentless Assault, originally from 
the Visions card set, is powerful 
indeed in.a creature-heavy envi- 
ronment. Because you get another 
combat phase and another main 
phase, it's almost as good as tak- 
ing two turns in a row, especially if 
you have creature advantage on 
the table. Relentless Assault is 
particularly good late in the game, 
when it can deny your opponent 
the chance to take one last turn 
and play a last-ditch sorcery. 


When you're in the middle of a big 
creature fight, it’s easy to forget 
that the goal in Magic isn't to 
dominate the board with your 
creatures, it's to reduce your 
opponent to 0 life. Thorn 
Elemental can help you remember. 
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At 7/7, it’s one of the strongest, 
toughest creatures,in the Starter 
set. And whenever itattacks, you 
have the choice of dealing 7 dam- 
ageé to your opponent or to a 
blocking creature. Three times 7 is 
21, sO if you can attack three 
times with Thorn Elemental, you'll 
likely deal the 20 damage you 
need to win the game. 


Every Magic player in the world 
looks at the creatures on the table 
and “does the math” before decid- 
ing whether to block. And if you 
play Monstrous Growth before you 
attack, you can make the math 
much less appealing for your 
opponent. Monstrous Growth gives 
a Creature of your choice a power- 
ful +4/+4 boost until the end of the 
turn. All of asudden your Moon 
Sprite is as tough as an Archangel, 
and that’s a monstrously unpleas- 
ant surprise for your opponent. 


The maghtsialhers' hierle garme of teare~the 
squrrrel uachdenly tak an wnecpec te! turn 


dent understands those tips. 

During the first few games, keep an eye 
on your friend's deck, and watch the mana 
curve. Before you offer advice, though, 
ask your friend what he or she thinks of 
the deck. (That's one of the oldest teacher- 
tricks in the book.) Sit down for a deck- 
tuning session, then play some more. By 
now your student will have plenty of 
ideas, and you'll just be a sounding 
board. There's only one more step before 
your student “graduates.” 


Move up to the Classic game 
Now you'll want to introduce the Classic 
set, but do it carefully. First, a quick les- 


son on enchaatments and.artifacts is in 
order, then introduce instants: Prepare two 
Classic decks heavy on instants (like 
cotintermagic spells) and enchantments, 
and pre-sOrt them before you play, map= 
ping out aSample game just like the 
Starter game seidideback in step one. 
Once your friend has a hafidle on how tim- 
ing issueS are resolved on the stack, he oF 
she is ready for Classic. Getsome Classi€ 
‘theme deeks and boosters, and you're of 
your way! F 

Congratulations! You've created anew 
Magic player. And yes, now you.ean clob- 
ber your friénd.at Magic without feeling 
guilty. 
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It surrounds us 
and penetrates us. 


It binds the galaxy 
together. 


It’s 


ookiee. Jedi. Lightsaber. 
X-wing. Kind of scary when 
you think that these words 
were spoken for the first 
time only 22 years ago. Since then, George 
Lucas’ Star Wars movies have impacted nearly 
every facet of our ev ’ lives. It’s been par- 
odied (Hardware Wars, Spaceballs); adored 
(Ross’ fantasy on Friends, Silent Bob in 
ng Amy); and quoted: “Do or do not! 

s no try.” “May the Force be with you.” 
“Sometimes I amaze even myself.” “Stay on 
target...” 

OK, n » there are a few lost souls whose 
exposure to the “classic” trilogy is less than 
complete. In fact, just the other day I had to 
explain to some youngster what a “wookiee” 
was (the horror!). Still, with Episode I: The 
Phantom Menace finally in theaters, public 
awareness is at an all-time high. It’s time to 
flaunt that Star Wars knowledge! It’s also a 
perfect opportunity to get those uneducated 
friends into Star Wars trading card games, 
action figure collecting, video games, and 
other “unproductive” pursuits. If they object, 
remind them that the geeks are now the 
mainstream. If they still object, drop mea Pe 
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line. I'll sic my pet mynock on ’em. 
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Come In, Threepio! 

his (usually) golden protocol 

droid and his blue & white 

astromech counterpart R2-D2 
are known the world over. Grab your 
hydrospanner, we're going to open up 
these robotic heroes of the screen and 
see what makes them tick. 

A bumbling Hardy to R2-D2’s Laurel, 
Threepio spoke the first lines in the orig- 
inal Star Wars: A New Hope. According to 
Decipher’s Star Wars Customizable Card 
Game, “he’s never been memory-wiped... 
as far as he knows.” But as we learn in 
Episode I, he’s got quite a past. 

The Threepio we know resembles a 
standard Cybot Galactica protocol droid. 
Star Wars scholars have always assumed 


he was just that. Now we learn that he 


was, in fact, built from spare parts! In 


Episode I we see old goldenrod without 
his trademark golden plating, sort of a 
“See Throughpio.” Between Phantom 
Menace and A New Hope, he gained his 
familiar gold plating and learned over six 
million forms of communication. Six 
million! And you thought Spanish class 
was hard. 

Threepio’s official function is a 
human-cyborg relations protocol droid 
and protocol droids are programmed for 
diplomacy and interspecies interaction. 
When Threepio met those cursed Ewoks 
on Endor, he encountered a language 
that was not part of his database. He 
quickly adapted, which shows the skill 


with which he performs his job. Soon 
after being blasted apart by Imperial 
stormtroopers on Cloud City, the glim- 
mering gabber was back to his old self 
with the help of Chewbacca and Artoo. 
Always quick to trade light-hearted 
insults with his counterpart, one can only 
imagine some of the warbling jabs that 
come back at Threepio. 

Artoo, whose appearance hasn't 
changed over the years, saves the day yet 
again in the new film. He's feisty, cun- 
ning, and loyal. As an astromech, he cal- 
culates all the hyperspace jumps for his 
pilot. Without an astromech’s help, that’s 
a trip that would be over before it began! 


Artoo is also quite resourceful. He even 
“sliced” into the systems of the Death 
Star and Cloud City in the original trilo- 
gy—no small feat. Even though 
Threepio believes his memories are 
intact, it’s clear that Artoo has many 
more secrets rolling around in his dome. 

In a way, C-3P0 is a lot like us: some- 
one who comes along for the ride. Artoo, 
on the other hand, represents what we'd 
like to be: a spirited soul who is not 
afraid to take risks to save his friends. 
These two have been through an awful 
lot, and I for one look forward to seeing 
how they arrive on that besieged consular 
ship at the beginning of Episode IV. 
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Chancellor 
Valorum 


Destroyer Droid Jabba the Hutt Jar Jar Mace Windu 


M . LA 
Pepsi-sode | 
Pepsi’s got 25 different collectable Phantom Menace cans in all, including the 
golden Yoda Mountain Dew (not pictured). Time to clear out the fridge! 


ee] 


Queen Amidala 


Rune Haako 


Le’go my Legos! 


If you thought the classic Star Wars Legos 
were cool, you ain’t seen nothin’ yet! Episode I 
Lego packs like this Gungan Sub go above 


and beyond your greatest expectations. 


¢ 
GUNGAN SUB 


Spoiler Celebration 


From April 30 through May 1 the Mile High City was 
transported to a galaxy far, far away. The Star Wars Celebration 


¥ou 


in Denver, Colorado featured noted Star Wars 7. 
personalities like Anthony “C-3PO” Daniels, Ray “Darth Maul” yer . 
Park, and producer Rick McCallum. We sent intrepid Duelist 
reporter Jason Robinette into this maelstrom of Star Wars mania 


PHOTOS: DAWN STAUB 


and asked him to get the lowdown on The Phantom Menace story 
and all the gizmos, knick-knacks, 
and goodies that go along with it. 


The doorman at the 
Star Wars Celebration 
was a bit stiff. Maybe 
he’s new at this 


The movie begins 30 years before Episode IV on the planet Naboo, which is having a 
taxation dispute with the Trade Federation. The Federation wants Queen Amidala to 
give the Federation control of Naboo. She refuses. Federation forces invade. 

The Trade Federation is, in fact, controlled by Darth Sidious, so when a Senate 
negotiation team that includes Jedi master Qui-Gon Jinn and his apprentice, Obi-Wan 
Kenobi, arrives from Coruscant, Darth Sidious orders their deaths (he obviously doesn't 
like light-side Jedi). 

f On Tatooine, we meet Shmi Skywalker, and her son Anakin. They are both slaves 


Young Jedi 


What can I say? This game 


owned by an alien junk dealer named Watto who loves to bet on pod racing, a deadly reminds me of Othello... you 


local sport. In his spare time, Anakin works on a newer, faster pod, and C-3P0, a droid know, “A minute to learn, a life- 
he is building from spare parts. time to master”? It takes about 
After escaping the clutches of Darth Sidious, the two Jedi make their way to the capi- two minutes to learn, featuring 
tal of Naboo to rescue the Queen (with the help of a long-eared, computer-generated just three different card types. 
alien). Their ship gets damaged and the hyperdrive isn’t working (hmm, that sounds There are three phases and 
familiar). We're thus introduced to the ship’s repair droids, including R2-D2. three planets: Coruscant, 
Landing on Tatooine, our heroes look for parts in Mos Espa, where they meet Watto Naboo, and Tatooine. Your start 
and Anakin. Qui-Gon senses great potential in the young slave and performs the Midi- with six cards and can deploy 
Chlorian (a Force sensitivity test) on Anakin. Amazingly, six “counters” worth of cards per 
the boy’s scores are the highest ever recorded (even higher turn, but each combat group 
than Yoda's score)! can only have up to three cards. 
Amidala finally makes it to the Senate where she meets You win by either conquering 


Palpatine, the Naboo representative in the senate. Palpatine two planet locations or deplet- 


believes the senate might be more cooperative under different ing your opponent's deck. Just 


Our man in the field mingles 
with Colorado natives. He's 
of the senate. the one in the middle 


Qui-Gon takes Anakin before the Jedi High Council to 
begin his training. But, Jedi normally begin training at the age of one or two, and the 


as in the classic Star Wars 
CCG, you make a 60-card 
Dark (Sith) deck, and a 60-card 
Light (Jedi) deck. 

Decipher gave away 25,000 


leadership, so Amidala pushes to get Palpatine elected as head 


en as —— ee he = lh 


Council believes Anakin has built up too much anger and fear. 
After further adventures, Obi-Wan and Qui-Gonn find themselves back on Darth demo decks at the Star Wars 
Sidious’ battleship. Darth Maul (Sidious’s apprentice) attacks and the three Jedi engage Celebration and the public 
in a titanic battle. response to the game was 
In the end, Obi-Wan gets promoted to Jedi Knight and is given Anakin as his amazing! Definitely give this 


apprentice...and we all get ready for Episode II. game a look! 


ata 
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Survive Your First Game of Star Wars CCG 


Perhaps you've seen someone play the game at your local card shop. Maybe a friend wants to introduce you to the 
game. Sure, it’ fun, but you feel way, way behind the curve. After all, the “classic” Star Wars CCG has been on 
the shelves for a couple of years now, and expansions, anthologies, and other supplementary releases fill the 
shelves. Where do you start, where do you turn for advice? Who’ gonna help a farmboy take on the seasoned Jedi? 
Look no further, Grassho—er, young Jedi. The wisdom that was handed down to me—the “hows,” the 
“whys,” and the “what's attrition, again?”—I now pass on to you. 


atto’s Toolbox 


Control, You Must 

Learn Control 

The game of Star Wars is often won 

or lost during the Control phase. 
Controlling several locations and draining 
every turn will chip away at your oppo- 
nent’s resources. Remember, you win the 
game when your opponent has no cards 
left, not by killing all opposing characters. 
The interaction of battle is fun, but in a 
battle, one or two high-forfeit characters 
can usually satisfy even a crushing Force 
loss, Since draining seems to be such a 
passive thing, this is often the hardest les- 
son for a newbie to learn. 

Draining is anything but passive. Not 
only must you get presence (in other 
words, at least one ability) to a location 
where your opponent has none, but you 
also have to ensure the safety of those 
characters, ships, or vehicles. Your oppo- 
nent will most likely be bringing over 
resources to block your drain. 

You also have to figure out ways to 
avoid being drained. My favorite method 
of blocking a Force drain at a site is 
using Undercover spies. Undercover spies 
can't be battled and your opponent often 
has to plan against this strategy to defeat 
it. Also, the Undercover card has a nice, 
high destiny of five. The particularly evil 
Dark Side spy droid U-3P0 (from 4 New 
Hope) might be the most effective spy in 
the game—he deploys Undercover, mak- 
ing the strategy one card easier. The only 
problem with Undercover spies is that 
they don’t work in space. 

If you're spoiling for a battle, make 
sure your deck is tailored to maximize 
the damage you can do, and minimize 
the damage you receive. First off, watch 
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your destiny. Packing your deck full of 
kick-ass characters may seem like the 
best way to prevail in a fight, but you'd 
be wrong. A deck with 12 Darth Vaders 
(destiny of 1) has a good chance of draw- 
ing one of those Vaders as battle destiny. 
Make sure you balance your deck with 
some high-destiny cards as well. 

Interrupts are a good place to start, 
especially used interrupts. Choosing 
interrupts that have killer effects is a 
good idea, but be sure to watch destiny, 
too. A low-destiny used interrupt is just 
going to go right back into your life 
Force, where it will probably come back 
up while you're trying to chop Obi-Wan 
in half with a lightsaber. Also, try to use 
cards that will minimize your damage. It 
Could Be Worse (Light, Premiere) lets 
you use Force rather than lose it. The 
Rebel Trooper Recruit and Stormtrooper 
Cadet from the Official Tournament 
Sealed Deck will soak up all attrition 
against you. 


Use The Force 


The next key to winning a game of Star 
Wars is efficiency. Cards in your hand 
are no longer part of your life Force. 
Getting cards back into your life Force 
gives you a decided advantage, especially 
if those cards have a high destiny. 

There are several ways of doing this. 
The most versatile method is using 
Traffic Control (Light) or Reactor 
Terminal (Dark), both from the Premiere 
set. These cards are staples in every deck 
I build. They allow you to take cards 
from your hand and place them on top 
of your Used pile. This has several good 
points. One, you may draw cards with 


by Christopher Guilmet 


impunity, because the cards you don’t 
need are going to go right back into your 
life Force next turn. Also, you can place 
the cards into the Used pile in any order 
you like. Late in the game, this means 
you can stack your destiny—putting a 
slew of fives and sixes together, for exam- 
ple—all but ensuring victory. 

Another excellent way to manipulate 
Force is to look in your reserve deck. 
Several cards allow you to search your 
reserve for other cards. The Signal 
(Light) and Twi’lek Advisor (Dark), both 
from the Jabba'’s Palace expansion, let you 
seek effects to play. When you are look- 
ing for that effect, keep an eye out for 
the card(s) you need in your hand. If you 
don’t see it in the Reserve deck, it’s in 
one of two places: your Used pile, or your 
Force pile. You can then decide if it’s 
more important to use some Force, or 
draw it in order to get that really impor- 
tant starship or “main.” 


He Will Learn Patience 


Finally, the thing that I remember most 
about learning Star Wars was how long 
it took me to finally start winning. 
Mistakes are part of any learning process. 
Don't be afraid to lose, and make a note 
of what you did that lost you the game— 
and what your opponent did to win it. 
Go out of your way to play against the 
best people you can find. Ask questions. 
Be a pest. Most players will want to 
share their knowledge with you. 
Eventually, the games will get closer and 
closer, and you'll start winning. 

Most of all, have fun. They are, after 
all, only cards. 


continued 


So you want to get into Star Wars CCG, but you don't have many cards. Unless you are a 


collector, there really isn't much reason to spend the grand sums of money required to get every 


card from every expansion. Here's my totally subjective, expansion-by-expansion guide to 


What You Should Get Your Hands On. 


Guilmet’s Star Wars Buying Guide 


Premiere 
There’s virtually no reason to buy Premiere 
packs all on their own. Buy Enhanced 

Pre > Packs or the Official Tournament 
Sealed Deck. The EPPs guarantee ¢ 


of your choice, with a matching “toy.” 


iain” 
They're not always as good as the regular 
versions you'll find, but an enhanced Obi- 
Wan is better than no Obi-Wan at all! 
Also, if you buy the OTSD, you'll get four 
Premiere boosters, a New Hope booster, 
and several fixed cards that work well in 


any play environment. 


A New Hope 

R2-D2, Chewie, Undercover (Light and 
Dark), U-3P0, and the Death Star. 
That's pretty much all the hard-to-find 
cards I have from this expansion, and I’m 
OK with that. A lot of the ANH com- 
mons and uncommons like Houjix and 
There'll Be Hell To Pay are also staples, 
but those shouldn't be too hard to find. 


Hoth 


Snow Speeders and Imperial Walkers. 
They're not just for Hoth, but unfortu- 


nately many of the characters from 
this expansion can only deploy there 
(Commander Luke looks cool, but he’s 
really not much good for anything 


beside piloting Rogue 1 e Light 


Side will want to snag R-3P0, to defend 
against U-3P0. 


Dagobah 

Explore the joy of Jedi testing and get 
the wi 
Yoda, as well as a new, stronger Luke, 
known officially as Son Of Skywalker. 
Dark players start racking up the bounty 


rened little Jedi Master himself: 


hunters in this set, which prove more 
useful than Imperial characters in 
many ways. Dark also gets the ship of 
great pain: the Executor (by the way, 
that’s pronounced “ex*ECKeurtor,” 
not “ e*cue*tor’) and mobile 
Executor sites. Finally, this set also 
includes the infamous “insert” cards, 
like Anger, Fear, Aggression, which 
you may need to defend against in 

a tournament. 


Cloud City 

Both sides will want to explore cloud 
sectors and all the vehicles and ships that 
benefit from them. Look for the newer 
versions of Han (Captain Han Solo) and 
Princess Leia. The Dark Side will want 
Epic Duel to allow Vader and Luke to 
rule the galaxy as father and son. Oh 
yeah, and this one has some guy named 


Boba Fett. 


Jabba’s Palace 

I Must Be Allowed To Speak lets any 
Luke (like Son Of Skywalker, who can 
usually only deploy to Dagobah or Cloud 
City) deploy to a Jabba’s Palace site, 
which is on Tatooine—the system with 
the most sites by far. Jabba is fat and 
cool, and his palace is a good base of 
operations for a non-Imperial based 
deck. Oh, and the Eloms will make you 
question whether you ever want to play 


Imperials again. 


Special Edition 

This is a good expansion to invest in 
heavily. Objectives also act as a buying 
guide: Carbon Chamber Testing/My 
Favorite Decoration, for example, require 
several cards from both Cloud City and 


Jabba’s Palace. Plus, the images are 


WAY COOL. @& 
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Star Wars Players, 


Remember Your Roots 


hanks to the recent introduction of the 

“Bespin and Beyond” tournament envi 

ronment, most Star Wars players seem to 
have forgotten all about the decks that came 
before Hidden Base or Operatives. I'll put it this 
way: when a Star Wars player has to pause the 
game to read a Sense or Alter card, its a dark 
time for us all. Time to go back to school, kids. 


At Home in the Desert 


This “old school” Tatooine ground deck 
does what every good deck should do: it 
wins. The simple goal is to control three 
sites: The Cantina, Mos Eisley, and Lars’ 
Moisture Farm. Controlling these three 
locations will enable you to drain for at 
least four a turn, and to continually 
retrieve specific cards from your lost pile. 
The key to this deck is the Special 

Edition card Harvest. Harvest is the first 


card to allow the Light side to choose 
which cards get retrieved. If that isn’t good 
enough, it also adds destiny, and it’s a five 
destiny itself. Just try not to play it when 
your opponent has saved Force. 

The deck should be able to stop what- 
ever your opponent is doing long enough 
to win. Against a ground-based deck, your 
interrupts, especially Sense, should allow 
you to destroy any Force that is foolish 
enough to try and get in the way of the 
Harvest. Against a space deck, your 
retrieval and the super-specially modified 
Falcon should be enough to stall a deck 
that’s draining you for any significant 
amount of Force. Just remember that you 
want to initiate battles in space, rather 
then defend against them. The Falcon will 
hit hard the first time, but after that, you'll 
have to be careful and pick your battles. 

Deploy Obi-Wan to his Hut as quickly 
as possible so that you can disrupt your 
opponent's early game with frequent Senses 
and Alters, and drain with his ’saber. Don't 
be afraid to “burn” an early Harvest to get 
back a card you might have lost to a battle 
or Force drain—you can always Harvest a 
Harvest back into your deck, no matter 
how far down in the lost pile it’s sitting. Be 
sure to use your interrupts to cause your 
opponent a big Force loss whenever you 
can. Feel free to use a Sorry About The 
Mess or Clash Of Sabers to keep the oppo- 
nent from drawing destiny. 
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Jnlearn, Unlearn! 


by Matthew Blank 


ny toe ° 
17 Characters: 6 Se 
2 Ben Kenobi 
2 Beru Lars 
1 Captain Han Solo 
2 Chewbacca 
1 Han With Heavy Blaster Pistol 


1 Kal'Falnl C’ndros é Poe ; 
1 Leia With Blaster Rifle kas “4 


1 Luke Skywalker 
1 Luke With Lightsaber 
2 Obi-Wan Kenobi 
2 Owen Lars 
1 Wedge Antilles 
5 Effects: 
] Bacta Tank 
1 Disarmed 
| Goo Nee Tay (Starting) 
1 Lightsaber Proficiency 
1 Traffic Control 
26 Interrupts: 
4 Alter 
1 Clash Of Sabers 
1 Courage Of A Skywalker 
1 The Force Is Strong With This One 
1 Gift Of The Mentor 


3 Harvest , 

1 Jedi Presence Q ua & © 
2 Nabrun Leids ESS. a 
6 Sense 


| The Signal (Starting) 
2 Smoke Screen 
2 Sorry About The Mess 
1 Weapon Levitation | lenis Gliaied Setaiieae 
7 Locations: tearm @ 
2 Tatooine: Cantina Eases 
2 Tatooine: Lars’ Moisture Farm — eh 
2 Tatooine: Mos Eisley a 
| Tatooine: Obi-Wan’s Hut (Starting) — 
2 Starships: 
2 Millennium Falcon 
3 Weapons: 
1 Anakin’s Lightsaber 
2 Obi-Wan’s Lightsaber 


You Don’t Need 
Our Scum!? 


As you will notice, this next deck does 


not contain a single filthy Imperial. 


Not even the big, bad Dark Lord of the 
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Deck-Building 101 


agic players have gotten used to 

preconstructed decks galore, with 

four or five seeming to come out 
with every release. With the exception of the 


fairly simple (and certainly tournament- 


unworthy) decks from the Two-Player 
Games, there’ just no equivalent in Star 
Wars—too bad, since preconstructed decks are 
a great way for newbies to get the basics of 
deckbuilding. 

Fortunately for those of you just getting 
into Star Wars, “The Emperor's Prize” is 
here to help. 


Use the Force. 
No, Really. 


This journey’s first step leads 
to the theme or card combi- 
nation around which the 
deck will revolve. This card 
or combination of cards will 
often give the deck its 
moniker, such as Hidden 
Base, Hunt Down And 
Destroy The Jedi, Dark Deal, 
Tessek Alien Swarm.... You 
get the idea. 

An easy way to start is to choose an 
objective card from Special Edition and 
build a deck around those requirements 
and bonuses. While assembling the deck, 
consider carefully how you plan to win. 


“Wipe them out. 
ALL of them.” 


Simply put, to win a game of Star Wars, 
you must reduce your opponent's life Force 
to zero. There are three main ways to do 
this: battle, Force drain, and involuntary 
Force loss—“direct damage” if you will. Of 
these methods, Force draining is the most 
reliable because it does not require any 
action from your opponent to do damage. 
It is also the most efficient, considering 
that the drain from one site can do a 
tremendous amount of damage to your 
opponent. Most card combinations in 

Star Wars either enhance your ability to 
do damage (offensive) or detract from your 
opponent's ability to hurt you (defensive). 


The Emperor’s Prize’ 


by Wojciech Jankowski 


Most of the time, the strategy you 
choose will determine the ways in which 
you will damage your opponent. Dark 
Deal, for example, primarily enhances 
Force drains and also gives you a power 
boost for increased battle damage. The 
five-system requirement of Hidden Base 
likewise suggests that perhaps you should 
make the most of those systems by drain- 
ing your opponent there. 


“Quicker” and “Easier” 
Are More Seductive 
for a Reason 


Focus is essential to a robust deck—make 
sure that you're not trying to do too much. 
That “Never Tell Me The Odds/Echo 
Base Operations/Hidden Base/Kessel 
Run/Ralltiir Freighter 
Captain/Tessek” deck might 
seem like a good idea, but it 
will lose to a focused ISB 
Operations deck that just 
wants to drain you to death. 
Speed and simplicity are key 
elements to a winning strate- 
gy. Your combo should not be 
too cumbersome or complicat- 
ed, because if it takes too 
many turns to complete or 
requires too many cards, it is unlikely that 
you will get a chance to complete it before 
you lose. There is nothing more discourag- 
ing than losing the game before your deck 
sets both feet on the ground. 

You can boost the speed of your deck by 
putting in multiples of all the key cards in 
your combos. Most of the key cards should 
be readily identifiable. For a “Mains & 
Toys” deck that relies on the main charac- 
ters and their favorite weapons, you would 
obviously include multiple copies of those 
characters and weapons. Remember, you 
can include as many copies of a card with 
no uniqueness dots as you want. A basic 
rule? The more important a card is to your 
strategy, the more copies of that card you 
should have in your deck. Usually, four of 
a card is enough to ensure that you will get 
that card in your hand within the first 
three or four turns. 


All Power to 
Forward Shields 


Once you set up your combo, you want the 
rest of your deck to focus on getting the 


Prize continued on page 67 


15 Characters: 

1 Bane Malar 

1 Boelo 

1 Boba Fett 

1 Bossk 

1 Dengar 

1 Djas Puhr 

1 Dr. Evazan 

1 EV-9D9 

1 Gailid 

2 Jabba The Hutt 

1 Mosep 

1 Ree-Yees 

1 Wuher 

1 Zuckuss 
2 Creatures: 

1 Bubo 

1 Rancor 
1 Device: 

] Mandalorian Armor 
10 Effects: 

] All Wrapped Up 

1 Bounty 

1 Disarmed 

1 Hutt Bounty 

] Reactor Terminal 

1 Scum And Villainy 

1 Secret Plans (Starting) 

2 Tentacle 

1 There Is No Try (Starting) 
7 Locations: 


1 Jabba’s Palace: Audience Chamber 


1 Jabbo’s Palace: Dungeon 


| Jabba’s Palace: Droid Workshop 
1 Jabba’s Palace: Entrance Cavern 


1 Jabba’s Palace: Rancor Pit 
1 Tatooine 


| Tatooine: Jabba’s Palace (Starting) 


19 Interrupts: 
2 Control 
2 Elis Helrot 
2 Hidden Weapons 
| Jabba’s Through With You 
2 None Shall Pass 
2 Oota Goota, Solo? 
1 Sniper 
| Surface Defense (Starting) 
2 Trap Door 
2 Twi'lek Advisor (Starting) 
2 Weapon Levitation 
3 Starships: 
1 Hound's Tooth 
1 Mist Hunter 
1 Slave 1 
3 Weapons: 
1 Boba Fett’s Blaster Rifle 
| Dengar’s Modified Riot Gun 
1 Dr. Evazan’s Sawed-off Blaster 
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Unlearn continued | from page 64 W 


Sith himself. This should make 10 to 15 
cards in your opponent’s deck useless. And 
you'll be able to point and giggle at those 
cute—and suddenly useless—little Eloms. 

Properly played, this deck gets all of your 
Jabba’s Palace sites onto the table. Then sim- 
ply drain your opponent somewhere into the 
middle of next week with the Gailid and 
Mosep combination. The vital effects that you 
don't start with (All Wrapped Up, Scum And 
Villainy) should be readily available with the 
two Twi’Lek Advisors. 

This deck has a little trouble against 
Hidden Base decks—so don't be afraid to 
send Jabba and Boelo (Jabba’s Tarkin-equiva- 
lent) up into space. Against a ground deck, 
you a/ways want to initiate the battle. By ini- 
tiating, not only do you get to retrieve two 
Force with Scum And Villainy, you also get 
to fire weapons and play Hidden Weapons 
first. It’s even more fun when you add Dr. 
Evazan to the mix. Usually, you'll be able to 
take away the opponent's ability to draw des- 
tiny by capturing his or her characters. 


Once you take captives, you should bring 


them to the Dungeon to retrieve two free 
Force. Then bring them before Jabba in the 
Audience Chamber so you can hear his deep, 
throaty laugh before he feeds them to his pet 
Rancor (or in an embarrassing pinch, his pet 
Bubo). Even better, if you know that you're 
going to capture someone, toss a Bounty on 
that unfortunate individual, and then retrieve 
a load of Force. Yummy. 

The Audience Chamber's game text 
should usually be used to get Gailid or 
Mosep (whichever one you're missing) so you 
can start the big Force drains as quickly as 
possible. Keep in mind you only get two 
Force back in your deck when a bounty 
hunter delivers a captive to the prison. 

The Tatooine system is in there only to 
allow a quick trip over to Dagobah when 
you're ready to pick up the muppet and his 
apprentice. Remember, even if you are losing 
with this deck, all it takes is a bounty and a 
feeding to get right back into the game. That 
doesn’t mean you should sit back and watch 
how the game develops, however. Do every- 
thing in your power to drop Gailid and 
Mosep by the third turn. @ 
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maximum benefit from that combo. For 
example, to take advantage of the bonus- 
es of ISB Operations deck, you can take 
25 ISB agents and 15 battleground sites 
and make them the core of your deck. 
The same method goes for any other 
strategy you could choose. 

Make sure you have enough Force 
generation, characters, and starships to 
control and hold your Force-drain loca- 
tions. Once you have these, you can start 
worrying about the other 20 or so cards 
that have to go into the deck. 


Knowledge and Defense 


After you determine the cards that make 
up your offensive strategy, you should 
look for defensive cards that will prevent 
you from taking damage. Take stock of 
your deck’s vulnerabilities and then add 
cards that reduce those vulnerabilities. If 
your deck has difficulty amassing battle 
power, Ghhhk/Houjix can limit the 
damage your opponent can inflict 
through battle. If your deck’s low-destiny 
characters make it vulnerable to inserts, 
then add Resistance/Ultimatum to limit 
that vulnerability. 

Obviously, you must consider how 
your deck would do against every other 
deck type you might find in a tourna- 
ment. Your Jawa deck might be able to 
amass enough battle power to keep 
control of its Tatooine sites, but what 
happens when it’s matched up against 
a Cloud City deck or a Sienar Fleet 
Systems (SFS) deck? The Cloud City 
deck may be able to drain for more 
on Cloud City with Dark Deal than 
the Jawa deck can drain on Tatooine. 
The SFS deck can use Imperial Decree 
and Dreaded Imperial Starfleet to 
cripple the Jawa deck’s Force drains, 
thus ensuring a victory. 
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The well-built Jawa deck, however, 
will come prepared with some backup 
strategies. This can consist of a couple of 
Obi-Wans or ships that can act as strike 
teams and interfere with your opponent's 
strategy. It might be an alternative means 
of dealing damage, like Never Tell Me 
The Odds or Anger, Fear, Aggression. In 
this way, the deck makes up for the Force 
drain loss. Of course, the best way to see 
your deck’s weaknesses is to play it, so see 
how your deck does against your friends 
and make any necessary additions. 


Wojciech’s Top Ten Useful but Undervalued Cards 


(Note: When two cards are listed, they each do the same thing—they just do it on opposite sides of the Force). 


1) What’re You Trying To Push 
On Us/There’ll Be Hell To Pay 
Have you ever deployed Darth Vader, cer- 
tain that his immunity to attrition would keep 
him around for many turns of mayhem, only 
to hear those bone-chilling words: “Before 
you end your turn, I'll play Shocking 
information.”@ Well, with these handy, 
dandy “grabbers,” you can stop living in 
fear of recycled destinies of 5. And now, 
with Oppressive Enforcement/Wise Advice, 
they are better than ever. 

2) You Are Beaten/Clash 

Of Sabers 
These cards are a must in any Mains & Toys 
deck. They can help exclude that Bothawui 

ive before he adds a battle destiny or 
knock out Grand Moff Tarkin before he can 
exert his evil influence. 
3) Ghhhk/Houjix 
These cards _ at a J the | 
“Teleport Mains” decks that rely on 
cards ike Fis Helrot and Nabrun Leids, and 
open up the game for many different ground 
and space strategies. 
4) Reactor Terminal/ 
Oops, d h and 
“ve drawn too much and now 

rcs Ee enough life Force left to deploy 
Obi-Wan for that final showdown? No prob- 
lem! With these effects, you can put all the 
high destiny cards from your hand to your 
Used Pile, and ensure that Obi-Wan will win 
that duel with Vader. 


5) Hare Seff 
This useful little Ishi Tib accountant has the 

of two It Could Be Worses built in! Put 
Fim in between Luke and Obi-Wan and you 
can wrest control of the Subjugated Planet 
from the Dark Side. 
6) Blizzard 2 
This power 6 behemoth (immune to attrition 
<A) can go into a wide variety of decks. It 


“can help your Operatives keep control of the 


swamps of Corulag as well as give Grand 
Moff forkin that extra bit of safety against 
those saber-happy Jedi. 

7) Slight Weapons Malfunction 
The best part of this destiny 4 Used interrupt 
is that you can play it even after firing EPP 
Leia or Han‘s permanent weapons! 

8) Advantage 

The card that makes the Empire PAY for let- 
ting the Dark Lord die! 

9) Imbalance 

Don't you just hate it when the game is 
almost over and, all of a sudden, your 
opponent plays Nar Shaddaa Wind Chimes 
and retrieves 15 Force? Well, you can cut 
him or her down to size with this destiny 4 
Used interrupt. 

10) Voyeur/Visored Vision 

Play this after losing a Sense/Alter war to 
even the score a bit. And then do it again. 


X-Wing Alliance Sends the “Classic Trilogy” 
Out with a Bang 


he first Star Wars PC game I 
remember played off a cassette 
tape on the lone Apple Ile 
computer in Mrs. Raines’ 


second-grade classroom, and 

involved moving X-wing blobs around on 
a dot-filled screen to attack TIE Fighter 
blobs. Obviously, this wasn’t the immer- 
sive experience I was looking for after 
walking out of my umpteenth viewing of 
Star Wars. | didn’t want to move dots 
around a starfield—I wanted to pilot a 
souped-up Corellian freighter screaming 
down out of the sun, blasting two TIEs 
and shouting over the comm system that it 
was time to blow this thing and go home. 

Several years of anguished soul-search- 
ing passed and PC space simulations 
finally came into their own. Games like 
Wing Commander paved the way, but it 
took Lucasarts (natch) to give me what | 
was really looking for, first with X-Wing, 
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then TI Fighter Unfortunately, it'was a 
_ lonely experience. X-Wing vs. TIE 
_ Fighter added a multiplayer element, but 
ost completely gave up on the story- 
line. The Balance of Power expansion 
pack remedied this somewhat, but was a 
long time coming. 

Fortunately, X-Wing Alliance com- 
bines the best elements of all these titles 
into a solid, addictive, and most impor- 
tantly, shared space combat simulation. 


I’m in It for the Money 
The game would be worth a look for the 
single-player missions alone. The earlier 
games in the series cast you as a generic, 
nondescript pilot fighting either for or 
against the Empire. Well, forget that, 
buddy. When this game begins, you 
haven't even chosen a side yet. 

You're “Ace” Azzameen, the youngest 
son working in the family shipping busi- 


ness, Twin Suns Transport Systems. 
Being Corellian, your family tends to 
sympathize with the Rebels, but you've 
also got your own problems with an 
enemy trading power called the Viraxo. 
Your initial missions will be in combat 
against these rivals. And from the very 
start, you'll be flying a YT-1300 freighter 
that’s the spitting image of Han Solo’s 
Millennium Falcon. You'll even get a side- 
kick, in this case, a battle-hungry droid 
copilot named Emkay. 


A Ship That Might 

Suit Our Needs 

All of the freighters that you'll fly on the 
“family missions”—from the aforemen- 
tioned YT-1300 to your dad's sleeker, 
more modern YT-2000—handle quite 
differently from your standard Rebel or 
Imperial starfighter. They're slower and, at 
high speeds, turn like a ’73 Impala. They 


do have one thing, though, that the more 
nimble starfighters do not—gun turrets. 
There are two ways to handle the tur- 
rets. You can jump out of the cockpit into 
a gunnery chair and set the autopilot to 
track your target, or stay in the pilot's 
seat and set the turrets to defensive fire 
or auto-fire. This more than makes up 
for the ship’s wide turn radius. The 
defensive-tire setting is especially effec- 
tive when up against incoming missiles! 


Not Such a Bad Pilot Myself 
Eventually, circumstances will lead you to 
throw in your lot with the Rebels. At this 
point, you'll begin to fly missions that 
will feel a bit more familiar to the X- 
Wing veteran—ship escort, hit-and-run 
attacks—using quicker, more maneuver- 
able “snub” fighters. Weep not for your 
YT-2000, though: your family members 
will be calling you to come help them. 

The Rebel missions secure the game 
firmly in the original trilogy, dropping 
you into the action just after the Battle of 
Hoth. I don’t want to spoil the missions, 
so suffice it to say that from there you 
follow a straight storyline that gives yet 
another angle on the events leading up to 
the Battle of Endor. 

The mix of family and official missions 
adds unexpected depth to the character 
and story. As you complete each family 
job, you'll also get some cool souvenirs 
from each mission. Eventually, these tro- 
phies will start to clutter up the quarters 
you share with Emkay. 

The flight model hasn't changed much 
since the original game, so veterans 
should feel comfortable in the cockpit of 
any of the Rebel ships. The cock- 
pit design isn’t too distracting, but 
you'll get a better view of the field 
if you drop it. Each ship has its 
own strengths and weaknesses, of 
course, but they're all more nim- 
ble than the Corellian freighters. 
They look really good, too. 

The pilot chatter stays surpris- 
ingly vivid and refreshing. Even 
though several phrases repeat fre- 
quently (a lot of Rebel pilots seem 
hung up on the phrase “Imperial 
training seems a bit lax!”), at least 
it’s usually a different character 
speaking each time. One of them 
even sounds like Boris Yeltsin. 


You Like Me Because 
I’m a Scoundrel 
An undeniably nifty feature is the oppor- 


tunity to skip especially aggravating mis- 
sions. You can't do this on any of the 
family missions (something that started 
to get on my nerves the umpteenth time 

I lost that cargo I was trying to retrieve in 
the middle of a dogfight), but if you're 
incredibly impatient, you can get through 
nearly the whole game in a couple of days 
this way. 

Actually, the last mission against the 
Death Star I (although it’s arguably the 
game's biggest selling point) feels a little 
weird. In fact, it actually changes the sto- 
ryline of Return of the Jedi! You're flying 
the Millennium Falcon into the battle, 
which is undeniably cool. You pilot your 
way right into the Death Star's core, 
unload your torpedoes, and get the hell 
out of there. The problem is, near as | 
can tell, you're still Ace Azzameen. You 
can hear an actor reading Billy Dee 
Williams’ dialogue, so you're not sup- 
posed to be Lando, who did the job in the 
movie. You're not Nien Nunb, because 
Emkay is still your copilot! This is really 
a minor quibble, but you'd think the 
designers would have tried a little harder 
to justify your being in the cockpit of the 
Faleon— was half-expecting to be locked 
into the gunnery turrets, for example, 
while my buddy General Calrissian took 
the stick. 


All Right, Boys, 

Keep Tight Now 

Multiplayer aspects will make X-Wing 
Alliance popular on LANs and the 


Internet alike. The ship choices remain 
incredibly flexible—want to fly Boba 
Fett’s Slave I with a dozen Super Star 
Destroyers as your wingmen? Go right 
ahead. Imperial ships mix with indepen- 
dent freighters; Rebels can pilot X-wings 
leading TLE fighters. This could well 
provide endless replay value for up to 
eight players. You still have to deal with 
the inevitable problem of lag, naturally, 
but on a network, you won't even notice. 

There remain a few tiny quibbles that 
will hopefully be addressed through a 
patch. The starfield lighting effects leave 
a bit to be desired, especially compared to 
an older game like Freespace. In the 
multiplayer skirmish mode, you can 
choose capital ships as part of your fleet, 
but you can't fly them. This might have 
required a drastically different “cockpit,” 
but it sure would have been cool to have 
the option to, say, man the turbolasers. 
Also, the designers had reportedly 
planned for two players to be able to 
share a ship (one in the turret, one in the 
cockpit) during the campaign, a promise 
that never materialized. 

Ultimately, X-Wing Alliance will 
make you forget these minor problems 
and keep you coming back for more. 
More importantly, it’s as close as you can 
get (at the time of this writing) to putting 
yourself into a Star Wars movie. 

Now if you'll excuse me, I've got to go 
rescue that kid so he can blow this thing 
and we canallgohome. @ 

Cory “Ace” Herndon is incredibly, incredibly 
brave. He’: also had lots and lots of girl- 


friends. What a guy. 


Cheaters Always Win 


EWOKSRULE 


makes you invulnerable. 


If you're the kind of person who 
preferred it when Han shot 
Greedo first, you sound like just 


the unscrupulous type to use 


these hard-won cheat codes 
(thank you, gamespot.com). 1 
only hope this information is 
worth the price we paid. 


First, type IMACHEATER «> 


enter “cheat mode,” then enter 


any of these codes: 


Guess those little furry 
bastards are good for 
something after all. 
MASTERYODA 

gives you unlimited ammu- 
nition. Like invulnerability, 
this is something you can 
actually turn on and off for 
your single-player cam- 
paign, so the cheat isn’t 
necessary. But I bet it'll 
surprise someone in a 
multiplayer match. 


KILLMENOW 


causes you to immediately 
lose the level. I don’t usually 
need a cheat for this. 
THETASTEOFVICTORY 
Jets you win the level. Now 
that’s my kind of code. 
HYPERMETO(insert 
level number here) 

will take you straight to the 
level you want to play. And 
if you actually type in 
“(insert level number 
here),” you deserve 


‘CH. 


whatever you get. 
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_ Mean Green 
Fighting Machine 


DIFFICULTY 
MeoTUM | 


our opponent is Tim and you are playing a Classic (Sixth 

Edition) game. Between a midgame Armageddon and a 

Cursed Totem, Tim has kept you from getting the large 
amounts of mana your deck usually uses. Even with three Uktabi 
Orangutans and two Creeping Molds in your deck, you have been 
unable to draw a card to destroy the Cursed Totem. Finally, this 
turn, you drew Creeping Mold. It is the start of your main phase. 


Defeat Tim this turn without losing. 
Ashnod’s Altar 3 
Cursed Totem 2 Sacrifice a creature: Add two 


Players can’t play activated colorless mana to your mana 
abilities of creatures. pool. 


Players can't play activated abilities 
of creatures 


Pass me from soul 00 soul, | soldier to 
herder, herder to sod / unnil 


Totem inscription (transhated) 
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Mies 23 ¢ 


hae t 


one 


DANCING SCIMITAR 
1/5 


YOU (siackic 


SWAMP 


Call of the Wild 22m 
2 ®®: Reveal the top card of 
your library. If it’s a creature 
card, put it into play. 
Otherwise, put it into your 
graveyard. 


OBSIANUS GOLEM 
4/6 1/4 


REEN] 


FOREST (5) 


Uktabi Orangutan 

When Uktabi Orangutan 
comes into play, destroy 
target artifact. 


HORNED TURTLE 


2” 


V8 raAty 
cr 


WALL OF AIR 
1/5 


ASHNOD’S ALTAR 


ARDENT MILITIA 
2/5 


—_— 


BIRDS OF PARADISE 
0/1 


ARMORED PEGASUS 
1/2 


LLANOWAR ELVES 
1/1 


EKUNDU GRIFFIN 
2/2 


FYNDHORN ELDER 
1/1 


PEARL DRAGON 
4/4 


PANTHER WARRIORS 
6/3 


ELVEN RIDERS 
3/3 


FEMEREF ARCHERS 
2/2 


YOUR HAND 


FATAL BLOW 


HOWL FROM 
BEYOND 


CREEPING MOLD 


RADJAN SPIRIT 
3/2 


ELVEN CACHE 


GIANT SPIDER 
2/4 


GIANT GROWTH 


CALL OF THE WILD 


HURRICANE 


LIVING LANDS 


30 LIFE REMAINING 


CURSED TOTEM 


4 LIFE REMAINING 


WYLULI WOLF 
1/1 


FLYING CARPET 


WORLDLY TUTOR 


brcercurry 


elow are six Classic (Sixth Edition) cards. See if you can 


The Mista eS find the 30 mistakes hidden among them. 
Are Hig 


Dercllor 


Feature. 


Huston 


} Flying 


| When Fog 


Elemental attacks or 
blocks, sac Tifice it at end of turn 


T've seen fog so thick you could cut it, § 
but none thar could cut me,” 


Mirri of the Weatherlight 


4 4 
) | } Flying g 


lnstarit. 


} Whenever Sibilant Spirit attacks, t. 
defending player draws a card \ : 


Destroy tan 
za 


generated free ature It can’t be 
contr Ci me, 
from the Lop of hie “ Pact Feveals cards | - 


heature Card is rey Caled The nh =k. 
hat card Into play = 


) She had expected death to roar, to 
| thunder, to growl. She did not recogniz 
§ it when it came crackling to her side 


) 
= 
~ 


G 


aver puts 


Ahh! Opposable thumbs)” 


ut it on top of § 


> 
§ Counter target spell. F 
S owner's library 


once. But alas, § 


where I put it.” 
en Chandler 


“Oh, I had a conscience 
: sotten 
, I seem to have forgot 
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org25-tcg-1 


FOUL days to 


eal, sleep. and breathe 
[rading card games. 


Magic: The Gathering" Nationals 
_ Highlander Regional Qualifiers 


_ Legend of the Five Rings” 
Tournament 


- Mythos International Jamfest 


. E. SimCity MegaCity Tournament 


} 4 Babylon 5 TCG Social Play 


Tournament 


If you play trading card games—any trading card games—it’s high time you made plans 
to attend Origins "99. Between 1000+ scheduled events and countless opportunities for 
casual throwdowns, you're good to go for four round-the-clock days. 


At some point you'll have to come up for air. That’s when you can check out 
the latest releases from your favorite trading card game companies and lots more. 
Then get back in there and play, play, play. 


Register on the Web at <www.andonunlimited.com>. 
Or call (800) 529-EXPO for your registration packet. 


July 1-4 1999 
Columbus Convention Center 
Columbus, OH 


Magic: The Gathering 


Magic Tricks 


Step-by-step solution to last 
month’s “Magic:The Puzzling” 


BY MARK ROSEWATER 


[Published in Duelist #38, page 66] 


Let me start this solution by being blunt. There isn't one. While creating this puzzle, I, my 
editor, and my proofreaders all used the Mirage version of Forbidden Crypt without realizing 
that the card is functionally different in the Classic (Sixth Edition) set. The Mirage version 
removes cards from your graveyard after they reach the graveyard. The Classic version 
removes cards from the game before they even get to the graveyard. Thus, my neat Forbidden 


Crypt/Abduction trick doesn't work. 


Below I offer two solutions: First, the solution that allows you to do the most damage possible 
under the puzzle’s original guidelines (“Defeat Bill this turn without losing”). The second solu- 
tion provides your best chance to win the game. I can only humbly apologize and say that I've 
gotten a Classic (Sixth Edition) godbook to make sure this mistake never happens again. 


(THe “As Goon As Possipit” Answer ) 8) Tap seven swamps to deal 7 damage 


The key to the puzzle in any version is 
Hecatomb (hence, the title of the puzzle). 
To play Hecatomb, you need Sengir 
Autocrat. 


Draw Phase 


1) Use Forbidden Crypt to return Sengir 


Autocrat from your graveyard to your 
hand. 


Main Phase 


2) Tap both Charcoal Diamonds, two 
islands, two mountains, and Grim 
Monolith to get two black, two blue, 
two red (one used as generic), and 
three generic mana. 

3) Tap Gravedigger to use Hermetic 
Study to deal 1 damage to Bill. Bill is 
at 12 life. 


This solution tries to maximize dam- 
age by directing every bit of damage 
at Bill. 

4) Use one red mana to activate Sneak 
Attack and put Sengir Autocrat into 
play. When it comes into play, put 
three 0/1 Serf creature tokens into 
play. 

5) Use two blue and two generic mana to 
play Abduction on Gravedigger. 
Abduction untaps your Gravedigger, so 
it can deal another 1 damage to Bill. 


6) Tap Gravedigger to deal another 1 
damage to Bill. Bill is at 11 life. 

7) Use two black and one generic mana 
to play Hecatomb. 


When Hecatomb comes into play, 
sacrifice three Serf tokens and Sengir 
Autocrat. 


to Bill with Hecatomb. Bill is at 4 life. 


While not strategically the greatest 
move, this deals the most possible 
damage to Bill this turn. You are now 
wide open to Bill’s creatures and his 
Aladdin's Ring (which Bill can use to 
defeat you on his upkeep). 


THE “Best SHOT AT WINNING THE 


While the above solution deals more 
damage to Bill, it is obviously not a smart 
strategy if you want to win the game. 
Here is a better long-term strategy. 


Draw Phase 


1) Use Forbidden Crypt to “draw” 


Sengir Autocrat from your graveyard. 
In this version, you still need to play 
Hecatomb, so you must draw the 
Sengir Autocrat. 


Main Phase 


2) Tap both Charcoal Diamonds, two 
islands, three mountains, and Grim 
Monolith to add two black, two blue, 
three red (two used as generic) and 
three generic mana to your mana pool. 

3) Use one black mana to play Dark 
Ritual to add three black mana to 
your mana pool. 

Dark Ritual lets you save swamps for 
dealing damage with the Hecatomb. 


4) Tap Gravedigger to use the Hermetic 
Study to deal 1 damage to Bill’s 
Elvish Archers, destroying it. 

The smarter solution requires you to 
remove all of Bill’s attackers (as well 
as his Aladdin’s Ring). You are only at 


4 life and cannot handle attacking crea- 
tures next turn. 


5) Use one red mana to activate Sneak 
Attack and put Sengir Autocrat into 
play. When it comes into play, put 
three 0/1 Serf creature tokens into play. 
Even in a long-term strategy, it still 
makes sense to bring the Autocrat out 
with Sneak Attack. You're going to sac- 
rifice all four creatures it creates to 
Hecatomb, anyway. 


6) Use two blue and two generic mana to 
play Abduction on Bill’s Dancing 
Scimitar. 

This creature is the hardest to destroy. 
Since you're going to use the Uktabi 
Orangutan to destroy Bill’s Aladdin's 
Ring, you use Abduction to handle the 
Dancing Scimitar threat. 


7) Use two black and one generic mana to 
play Hecatomb. When Hecatomb 
comes into play, sacrifice the three Serf 
tokens and Sengir Autocrat. 

8) Tap your seven swamps to deal 7 dam- 
age with Hecatomb. Deal 2 damage to 
Bill’s Storm Crow, 1 to Mesa Falcon, 2 
to Uktabi Orangutan, and 2 to Ekundu 
Griffin. 

You must remove all of Bill’s threats 
because you have little life to spare. 


9) Use two black and two generic mana to 
play Ashen Powder. Put Uktabi 
Orangutan into play under your con- 
trol from Bill’s graveyard. When 
Uktabi Orangutan comes into play, 
have it destroy Bill’s Aladdin's Ring. 
You must destroy the Ring because it 
will defeat you on Bill’s upkeep. 

10) Attack with Uktabi Orangutan and 
the stolen Dancing Scimitar to deal 3 
damage to Bill. Bill is at 10 life. 


You end this turn in decent shape. You have 
Gravedigger with Hermetic Study, Uktabi 
Orangutan, and Dancing Scimitar. You've 
removed all of Bill’s creatures and the one 
noncreature artifact that can deal damage. 
Between your creatures, Hecatomb, and the 
Crimson Hellkite you can draw, Bill will 
lose next turn if he doesn’t find answers to 
your multiple threats. 


Prepare for the dog-beat-dog world of the new 
Arena Outpost League™. You don’t need shots to join—just an incessant 
itch to throw down every week with a fun-loving breed of TCG player. 


If you’re a Magic: The Gathering TCG player, the more regularly 
you play—win or lose—the more premium cards and other 


prizes you fetch. (Yep, anyone can be top pooch around here.) 
But no matter which game you play, you retrieve great giveaways. 


Sniff around your local game store. If they run Arena, sign up. 
If not, ask ’em to. But no begging. That’s a good player. 


Questions? Call (800) 324-6496 
or visit www.wizards.com/Arena to find an Arena retailer near you. 


Rac & Bi ARG 


WANT TO 
SEE MORE? 


SUBSCRIBE 
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Illustrations by Fred Fields. 


Inside the Industry 


ook ee 
card games 


by Cory Herndon 


cNwar tz 
You've probably been reading 
a lot about George Lucas lately. Until very 
recently no one had any confirmed Episode I 
information to write about, resulting in much musing over the Man. In fact, if I read one more time 
about how prophetically brilliant Lucas was to retain all the merchandising rights to the first film, 
I'm going to...I'm gonna... well, ['ll probably go pick up a Darth Maul action figure. 

So without further ado, let’s take a peek at this month’ delivery from the Flimsy Premise Fairy. 
Oh boy! Its Rejected Phantom Menace Merchandising Tie-Ins! 


Darth Maul’s SPF 9000 Coconut Oil Sunblock 
On a backwater desert world like Tatooine, it 
can be tough for a horned Sith lord to keep his 
skin its oiliest. Fight the twin suns’ brutal heat 
the Darth Maul way with SPF 9000. Packed in 
a special double-ended applicator bottle—Black 
Facepaint Variety on one end and Cranberry Oil 
Jubilee on the other. Rejected because: it had a 
tendency to burn through human skin. 


Gardetto’s Snan-Anakins 

The folks that made those little toasted garlic 
bread snacks a household, um, snack now 
bring you the exact same snack food, except 
mashed into the shape of that ubiquitous 
Skywalker boy. Rejected because: Lucasfilm 
demanded that each individual Snan-Anakin 
undergo a rigorous approval process. Proved 


Qui-Gon Gin 

A crucial ingredient in what Lucasfilm hoped 
would become a popular cocktail—the 
“Palpatini.” In fact, several million tiny light- 
saber olive-skewers were actually produced for 
this never-to-be promotion. Rejected because: 
proposed slogan, “A Jedi Feels the Gin Flow 
through Him” was deemed “clunky” by focus 
groups. Besides, Lucas felt that no one would 
believe an Irish actor promoting drinking. 


The “Obi-Wand” Personal Massager 

This one seemed to be a natural—all the 
manufacturers needed to do was slap a 
lightsaber paint job onto a regular personal 
massager. In no time, Jedi technology would 
“Force” that muscle tension away with a 
soothing buzz. Rejected because: don’t ask so 


too time-consuming. many questions. G’night everybody! 


The preceding article was true...from a certain point of view. An incorrect, fictional point of view. 


Nee 


oes 


The Virtual Game Station saga continues: Connectix Corporation announced that it is temporarily 
suspending current shipments of Virtual Game Station (VGS) in compliance with a San Francisco 
Federal District Court decision. This order does not apply to the tens of thousands of units that 
Connectix has already shipped, which will still be widely available for resale while supplies last. 
"Connectix will continue to offer support to customers who have already bought VGS or who may 
buy units that are now in stores. Updates to older versions are still available at the Connectix website, 
and Connectix will support sales of existing inventory. Development activity of improved versions of | 
the Macintosh product and the forthcoming Windows version will go forward as planned. 


Cry Freespace: Interplay has announced a sequel to last year’s hit Descent: FreeSpace—The Great War, 
which mercifully drops the “Descent “ tag and will be called FreeSpace 2. Developed by Volition, 
Inc., FreeSpace 2 will offer players significant new game-play advances, including engaging in dog- 
fights and all-new single and multiplayer missions. FreeSpace 2 picks up 32 years after the Great 
War, and those rascally Shivans have returned to threaten the fledgling Galactic Terran Vesudan 

+ if ee ak Alliance. This time around, players will find themselves face to face with titanic juggernauts over 10 
oe times larger than the Lucifer superdestroyer from the original game. Wrath of Khan-style nebula 
effects will add a new dimension to space combat—when entering a nebula, players’ ships are suscep- 
tible to hazardous lightning and electromagnetic effects that hamper the craft's sensors. Nebulas con- 
tribute to the element of surprise by providing a hiding place for players and opponents alike. 


Inside the Industry 


Card Game News 


For more information, contact the email address or website provided with each entry. 


ALJENS PREDATOR (HarperPrism, New York City) 

The Alien Resurrection expansion is so close to release at the time of this writing 
you can almost reach out with your second set of mandibles and taste it. 
Resurrection will be just what AvP players have been waiting for in the year or so 
since the game's original Premiere release. The set features the new “Countdown” 
scenario (you'd better be off the USMC ship Auriga within 30 turns or you— 
and it—will crash into the Earth). New Predators will hunt in packs or as hon- 
orable loners, and according to Zehrapushu, you'll never know these characters 
weren't actually in the movie. Card faces have also been completely redesigned, 
and now humans will fall into either the “marine” category or they'll be “rogues” 
like Elgyn and the crew of the Betty. The next set, Atmosphere, hits shelves soon 
after Resurrection. Technically, this card set will depict what happens after the 
Auriga crashes, but the true focus will be the first Predator film. Expect a lot of 
jungle settings, vehicles, and pro-wrestlers-turned-governors. If all goes well, 
Cityscape will follow Atmosphere and cover events and characters from Predator 2. 


STAR TREK CCG (Decipher) 

Now that Young Jedi CCG is jacked 
up and good to go, Decipher has been 
able to finish up the Blaze of Glory 
expansion, which should be hitting your 
local hobby shop right about now. This 
set will include the game’s first new side 
deck since Q-Continuum—one that aug- 
ments Star Trek’s currently weak starship 
battle mechanics—along with personnel 
and ships drawn primarily from the 
Klingon, Romulan, and Dominion affilia- 
tions. Decipher also promises many 
smaller releases scattered over the rest of 


AvP@zehrapushu.com — www.zehrapushu.com 


STAR WARS CCG (Decipher, Norfolk, VA) 
It’s been a long, long wait, but their time 
has finally come. The most twisted, evil, 
despicable creatures in the Star Wars 
universe are set to invade the Star Wars 
CCG. I'm talking, of course, about the 
Ewoks. They'll be a central part of the 
standalone Endor expansion that should 
be yubb-yubbing its way to shelves now. 
New mains, new objectives, and some 
nifty new Scout Walkers will join the 
teddy bears that are available in 9-card 
boosters only. Next summer should see 
the release of Death Star II. This set will 
finish Decipher’s “first pass” through the 
classic trilogy. Expect further releases, 
such as the rumored Shadows of the 
Empire, not to follow such a chronologi- 
cally ordered format. 

Much later in 1999 (or maybe even 
early 2000), Decipher will introduce a 
standalone “grown-up” game based on 
Episode One: The Phantom Menace. 
Meanwhile, the first game produced 
under Decipher’s Episode One license, 
Young Jedi CCG, should be on sale 
now. For more details, see the Phantom 
Menace preview on page 58. 
(CGCustomerService@ decipher.com — www.decipher.com 
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the year (such as the Second Anthology), 

along with the Ferengi-themed Rules of 
Acquisition expansion that’s on schedule 
for fall ’99. 


BABYLON 5 (Precedence, Tempe, AZ) CCGCustomerService@ decipher.com — www.decipher.com 


The oft-delayed Psi Corps expansion 

will be on shelves a few weeks after 

this issue of Duelist. This 150-card set features the Psi Corps faction (duh) and 
Rogue Telepaths. Severed Dreams (formerly The Third Age) will focus on the tail end 
of season four (as the station goes to war with Earth), but will also introduce new 
starting ambassadors like Captain Sheridan. For the first time, Precedence will also 
offer “alternate timeline” characters that didn't actually appear on Babylon 5. This 
means fans will finally get a look at an oft-debated character that might have been— 
Captain Jeffrey Sinclair. 

In other Precedence news, the company has been snatching up cool licenses left 
and right. Attendees at Gen Con ’99 will be the first to try out the new Tomb 
Raider CCG. Cards will most likely incorporate game images as well as photos of 
the leggy supermodel that portrays Lara Croft for Eidos at conventions. Later this 
year fantasy fans can look forward to the CCG based on Robert Jordan’s mega- 
popular Wheel of Time novel series. bS@eternity.com — www.eternity.com 


HIGHLANDER (Thunder Castle Games, Kansas City, MO) 

The Ramirez Edition will be available—in all honesty—this summer. Players can 
expect a scabbard-ful of new mechanics along with Connor McLeod's mentor, the 
titular Ramirez. Supposedly, Sean Connery refused to grant rights to his likeness, 
but TC Games’ Terence Eldred simply stated that “we will need to wait and see.” 
Never say never, Sean? 

Like Precedence, Thunder Castle has also been acquiring a few licenses that 
lend themselves to Highlander’s “Swordmaster” format. The first, Shi, should be 
out toward the end of summer and could tie into the upcoming film of the same 
name. Look for card games based on Conan, Lady Death, and Vampirella later 
this year or maybe even after 2000. TCGames@aol.com _ www.tegames.com 


BEFTER TO BE\THE HUNTER 
THAN THE HUNTED. 


1999 Wizards of 


Magic: The Gathering” TCG 
tournaments are no place for 
the timid. You want to believe 
the next poor sap you face is 
dead meat. But how? 


Keep The Official Magic: The 

Gathering Tournament Player's 

Guide at your side. It covers all 

DCI” floor and technical rules— : 
just the weapons you need to SES gigs 
nail your opponents. The guide 

even helps you calculate your 

DCI tournament rankings. 


THE GoastaMagie: The Gathering, DC! , and the play level Jogos are trademarks of Wizards ofthe Coast, Inc, 


Brush up on your rules today. 
It could make your hands lethal. 


F 


o 1 lo 20 30 
MAS TEA THE FINE ART OF KICKING ASS 


Wizaros 


Awailable Row | Ask for this book where you buy the Magic: The Gathering trading card game. 


Wizards Questions? (800) 324-6496 
OF THE COAST” www.wizards.com /Magic LG aC 


by Wolfgang Baur 


New to L5R? 


Might J Suggest You Lay Siege 
to SLeeping Mountain? 


While moving all my worldly belongings recently, I realized I had 
a serious card problem. It’s not that I owned too many cards (a con- 
tradiction in terms—how can anyone have too many cards?), but 
that I didn't have enough card players. The game store in my new 
: neighborhood was home to plenty of people playing Magic: The 
| Gathering and a squadron of miniatures gamers painting Games 
Workshop figures, with a few kids stopping by to see if the latest 
Pokémon shipment had come in yet—but not a single L5R player. 
Within a few days, I realized Td have to drive for miles across 
town every day if I wanted to play my favorite TCG. Obviously, 
something had to be done. 


o get the local players started, I decided to bribe them 
with free cards—entire free decks, in fact, made up of com- 
mons and uncommons and a few rares, and entirely playable. 
I gave one of these decks away to anyone who sat down and 
learned to play the game, so I was running through five decks 
a week. While building a playable deck from commons was a 
fine exercise to stretch my deck construction abilities, doing it 
15 or 20 times got old in a-hurry, and I was quickly running out 
of Jade Works and Superior Tactics. With access to a couple of 
the Siege of Sleeping Mountain decks, teaching a store full of 
beginners would*have been a lot easier. 


Four Decks, Four Armies, One Victory 
The Siege of Sleepiig Mountain card set comes 
in two separate, completely preconstructed 
packages meant to teach new players how to 
play Legend of the Five Rings. The four Clans 
featured in the set are split into two 100-card 


subsets; one set contains the Dragon vs. Monks 
grudge match, the other pits the Naga against 
Toturi’s Army. The Strongholds are thevold- 
school Dragon, the newer Monks, Toturi’s 


hu 


Wolfgang has acquired 


so much good karma. Palace of Otosan Uchi, and a Naga Strong- 
from teaching a dozen 
newbies about LSR 
that he’s decided to blow 
it all by building a 
disgustingly corrupt 
Unicorn cheese deck just 


hold with an entirely new (but not exactly 
tournament-level) ability to take any one Naga 
Personality or Follower from a discard pile and 
shuffle it back into the appropriate deck as a 
Limited action. 

Each deck contains 50 cards, 25 each of Fate 
for story tournaments. and Dynasty. The pairings are pretty clever; they 


Mmmm, Unicorn cheese... set well-matched but inherently unequal decks 


80 JULY 1999 DUELIST 


Five Rin 


In Four Ea 


9 Steps 


“We're off to see the Wizard...” 


against each other. It’s analogous to the way the 
victory conditions in Space Hulk are very differ- 
ent for Space Marines than they are for the 
Genestealers, or the way the Corprand Runner 
pursue very different goals to win in Netrunner. 
Assessing the cards ‘imeach deck, it’s easy 
to see that the game has been stripped down 
to the most basic and accessible level: no Spell 
cards, no Regions, no Reaction cards, no 
Fortifications, no Ancestors, no cards that move 
units between Provinces. The decks are construct- 
ed with Military and Honor Victories in mind, 
and the rulebook doesn’t really mention losing by 
dishonor or winning by enlightenment. Speaking 
from experience, this is just fine; new players are 
usually more concerned with learning how to put 
cards into play from Provinces and from their Fate 
hand than they are with the possibility of alterna- 
tive victory conditions. 


Collectable Trinkets 

Fortunately for us old war-hounds—the ones 
who have been playing L5R since Imperial 
Edition and have three copies of every promo 
card—Siege has a few cards that provide playable 
meat for the Mr. Suitcase types among us. Just 
like the Battle of Beiden Pass box, these Siege of 
Sleeping Mountain cards aren't found elsewhere. 
In Beiden Pass, those cards were Dairya and the 
Monstrous War Machine of Fu Leng. In Sleeping 
Mountain, they are again two Personalities— 
Seppun Hotaitaka for Toturi’s Army and 
Mirumoto Bujun for the Dragon Clan. The 
Toturi’s Army Samurai provides 3 Force and 3 
Chi for 7 Gold, and he allows you to draw an 
extra card after he attaches a Follower. Bujun is a 
2-Force, 3-Chi Samurai for 5 Gold, who attaches 
Weapons for 2 fewer Gold. Both should fit nicely 
into advanced decks, and I'll be adding Hotaitaka 
to my Toturi’s Army tournament deck (but more 
on that next month). 

Stege contains several useful rares that are just 
as important as the new Personalities—five 
copies of Sneak Attack, four of Bountiful 
Harvest, and three of Ryoku, not to mention 
fun and useful personalities like Shioda, Hoshi 
Eisai, the Qamar, and Takuan. If you play mili- 
tary decks, Sleeping Mountain is worth picking 
up for the Sneak Attacks alone; if you play 
Dragon, Naga, Monks, or Toturi’s Army regu- 
larly, you may want the extra copies of some of 
your key players to make it easier to build addi- 
tional.decks of your Clan. 


Pay Attention 
Experienced players will quickly pick up.the 
many small changes made to make basic action 
cards like Arrows from the Woods easier for new 
players. These changes do not invoke the “most 
recent printing rule”—they are strictly meant to 
simplify the game for first-timers, not change the 
way the cards Work in Pear/ Edition. Other 
changes that might trip you up when teaching the 
game to a new player: Hitomi Experienced 3's 
dueling ability is weakened, as is that of Hitomi 
Kobai. The Sieeping Mountain version of Charge! 
works the same for everyone, regardless of Clan 
affiliation. In every case, the changes make it 
easier for a newbie to decide which card to play, 
while spending less time reading the fine print. 
The Strongholds are likewise altered. The 
Palace of Otosan Uchi no longer provides the 
Imperial Favor at the start of the game, and the 
Naga Stronghold is entirely new, though it still has 
6 Province Strength, 3 Gold Production, and 3 
starting Honor. The Brotherhood must now begin 


The Siege of : 
Sleeping Mountain: All the Cards 


The number before each card name indicates how many of these 
cards are found in the complete set (four decks, or 200 cards). 
All rarities are fixed. 


Actions Personalities 


1 Another Time 


2 Arrows from the Woods 
6 Block Supply Lines 


4 Bountiful Harvest 
7 Careful Planning 

4 Charge! 

2 Explosives 

2 laijitsu Challenge 

2 laijitsu Duel 

1 Kolat Assassin 

7 Mushin 

2 Ninja Thief 

5 Outflank 

5 Sneak Attack 

2 The Turtle’s Shell 


Rings 


1 Ring of the Void 


Followers 


3 Heavy Infantry 
7 Light Infantry 

7 Medium Infantry 
2 Naga Bowmen 
2 Naga Bushi 

2 Naga Spearmen 
2 Spearmen 


Holdings 


3 Basecamp 
3 Forest 
3 Gold Mine 


Brotherhood 

1 Hoshi 

3 Hoshi Eisai 

3 Ikudaiu 

3 Kirazo 

3 Shioda 

1 Takao Exp. 
Dragon 

1 Hitomi Exp. 3 

3 Hitomi Akuai 

3 Hitomi Kobai 

3 Mirumoto Bujun 

3 Mirumoto Taki 
Naga 

3 Balash 

2 Damesh 

2 Naga Shugenja 

3 Naga Warlord 

1 Qamar 

2 Shagara 


4 Hawks and Falcons 


10 Jade Works 
5 Large Farm 
3 Pearl Bed 
3 Prayer Shrines 
5 Sanctified Temple 
8 Small Farm 


Items 


4 Naginata 
4 No-Dachi 


Kihos 


3 Falling Star Strike 
3 Ryoku 


3 Strength of My Ancestors 


Toturi’s Army 
3 Ginawa 


1 Takuan 
3 Toku 
Strongholds 
1 The House of Tao 
1 Mountain Keep of the Dragon 
- 1 The Naga Stronghold 
1 The Palace of Otosan Uchi 
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3 Hasame 
3 Seppun Hotaitaka 
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with the Ring of the Void in play (since no other Ring is 
included in the set). Perhaps it might have been wiser to 
avoid Stronghold abilities entirely in a beginner's set; while 
these aren't overly complex, they do add to the list of things 


a new player must remember during his or her turn. 


What's It Worth to You? 
The Siege of Sleeping Mount 

of the Five Rings to friends, girlfriends, boyfriends, pare 

wives, husbands, clueless Magic players looking for a new thrill, 
and anyone else who just doesn't get it. The rules are a little easier, 
the cards play fast and furious, and—while the game is definitely 
a subset of the complete experience—it might just be enough to 


create a new player out of a longtime bystander. 


(Authors Note: The following is a true excerpt from a conversa- 
tion between yours truly and Paul Allen Timm, graphics honcho 
and FRPG visuals coordinator. Hida Yakamo just stopped by to 
pose and flex his new, more visible muscles; compare the old, 
darkened Yakamo with the new, shinier one for yourself.) 


Ringside: You're the one who redesigned the Legend of the Five 
Rings cards. Now that I've got your name, dont even try to go to 
a con—I'll hunt you down and shoot you like a dog in the street. 
What the hell were you thinking?! 

Paul Timm: Everyone here on the Five Rings team agrees 
that the original frames around the text and art were works of 
very detailed, full of wonderful patterns 
and colors. However, this had the unfortunate side effect of 
competing with the card art itself. We've got some of the best 
artists in the field and some bright new talent putting out 
top-notch work. We'd like to help showcase that work. 

R: Yeah, yeah, but I liked the cluttered old frames. Kind of like 
my cluttered old desk, actually. 


art by themselves 


PT: Honestly, we also found that the original frames were 
a little intimidating to new players. The Force and Chi 
lanterns were identical to each other, making it tough for new 
players to remember which was which. The same goes for the 
old Honor pearls—each Personality’s required Honor and 
Personal Honor looked identical and made for a steeper 
learning curve. 

Hida Yakamo: Now you can see! Honor means nothing! The 
oni only understand strength! 

R: Uh, yes, Crab Champion, thank you. Paul, I have to admit 
that I had trouble teaching newbies that stuff; but they picked it up 
once I beat it into them. So what else did you change, and why? 

PT: I'd rather point out what stayed the same. All the 
frames are still the same color and tone that they were before, 
and the art windows are the same shapes as well. It should be 
very easy for established players to switch over. 
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Wow! Look at that shine! 
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The main idea for the redesign was “Evolution, not 
revolution.” Why mess too much with a good thing? We toned 
down the frames and gave the card text a little more room. To 
tie all the cards together, we gave all the cards the same title 
bar—a white forii arch. That—and the new, more legible 
font—make the card titles a little larger and a little clearer. 

HY: Stronger! Clearer! Free of the Taint! Accept them as 
your new weapons, or face the consequences! Scream your 
victory over the darkness! 

R: Thanks, Yakamo. It’ true that the new numbers and titles 
practically scream at you. Plus now I can tell the difference 
between a 9 and a 4 in the Gold costs—awithout a magnifying 
glass. And the new backgrounds are nice. 

PT: For the Personality cards, we went through hundreds 
of handmade papers, leather, and even wood to find the set 
that we felt gave each Clan a distinctive feel. For example, the 
Unaligned frame is primarily brown (as before), but also has 
small fibers in the colors of all the major Clans. Additionally, 
each Clan’s secondary color is reflected in the color of the text 
box border. 

R: Speaking of the Unaligned Personalities, I noticed that the 
Brotherhood gets its own border, but the Shadowlands and Ninjas 
dont. What’ up with that? 

PT: We listened to AEG closely about the look of the 
cards throughout the process. Originally we wanted to 
change all three borders, but the designers at AEG nixed the 
Shadowlands and Ninja borders for game reasons, and we 
bowed to their wishes. The Brotherhood is effectively a Clan, 
but the Shadowlands Horde and the Ninja are outsiders, 
unaligned with the Jade Throne in any way. Their Unaligned 
borders reinforce that. 

HY: We will never bow to the Shadowlands! You are nothing 
but mewling courtiers, unworthy to step atop the Kaiu Walls. 
Begone, before I smash you. Argh—raaarr! 


[Sounds of thumping, smashing, and fleeing. Interview tran- 
script ends.] 
If you spot a rampaging Crab Champion laying siege to your 


neighborhood, be sure to contact your local authorities, or call 
1-800-EAT-HONOR. 


“ARE 
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The Classic™ (Sixth Edition) 
cards have arrived. With them 
comes a new, updated batch of 
rules for the Magic: The 
Gathering® trading card game. 
So what’s the best way to stay on 
top of your game? 


The official Classic (Sixth 
Edition)Game Strategy Guide, 
naturally. Randy Buehler, 
contributor to the Duelist® 
magazine and all-around Magic® 
guru, heightens your awareness of 
2 killer strategies as he walks you 
a through the entire card list. 


Pick up the guide today. Then you 
can start beating your opponents, 
well, senseless. 


Master the fine art of kicking ass. 


Ask for this book where you buy the Magic: The Gathering trading card game. 


Wizards CA, A SS f C. JYAGIC 
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by Michael G. Ryan 


kémon trainers from all over the 
world know where to look for mysteri- 
ous new Pokémon (and even a few familiar 
ones), and in July, you'll know, too. 
This summer, you'll have the chance 
to venture deep into Pokémon: Jungle, 
the first expansion for the fantastic 
Pokémon trading card game. Wizards of 
the Coast and Nintendo have traveled deep 
into the forest primeval to bring out some 
more amazing Pokémon, including a 
brand-new version of everyone’s 
favorite, Pikachu. You'll have to hold 
on until July to find out all about the 
rare and powerful Pokémon like 
Vileplume, but we can give you a quick 
peek at a few of the other secrets from 
re deep within the Jungle. So put on your 
safari shirt, get out that Pokémon net, 
and let’s go searching for Pokémon! 


Welcome to the Jungle 
Just who—or what—lives in the Jungle? Well, this 
time around, Pokémon trainers will try to track 
down 64 new cards. 16 of these will be rare, and 
16 more will be even rarer—they’re holographic 
versions of the 16 rare Pokémon! Among 
these rare Pokémon is the powerful 
Nidoqueen, a Stage 2 Pokémon with an 
attack called Boyfriends. You see, the 


Where Can You Catch the Next Wave of Pokémon? 
Deep in the Pokémon: Jungle! 


©6808 


&) 
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Even the common and uncommon 


Pokémon will give trainers lots of new ways to 
become a Pokémon Master. There’s Mankey, a 
strange little Pokémon with a very unusual 
Pokémon Power. With Mankey’s Peek power, 
once per turn you may look at the top card of 
either player's deck, at a random card from your 
opponent's hand, or at one of either player’s 
Prizes. In a few turns, you'll know just which 
Prize you want to take next! 

And how about Rhydon, an uncommon Stage 
1 Pokémon? If this horned Drill Pokémon 
decides to charge, look out! Rhydon has a mean 
attack called Ram that not only does 50 points 
of damage, but makes 


—— : 
eye 


Michael G. Ryan is _ Nidoqueen does quite a bit of damage if some 
always dressed for safari— __ Nidokings are in play! Even Nidoqueen’s Basic peer 
even in Seattle, where Pokémon, Nidoran 9, works hard to make sure \ rae 
Jungles are rare. that Nidokings have a chance of joining the fami- , 


ly by letting you search your deck for a Nidoran 
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your opponent switch his or 
her Defending Pokémon with a Benched one. 
Now the Ram attack also does 20 damage to 
Rhydon himself, but with 100 Hit Points, he 
can handle that almost any time. 


Eevee Come, Eevee Go 

Every trainer knows that many Pokémon evolve, 
growing into bigger and more powerful 
Pokémon. Well, in the Jungle, 
we've found some evolved 
Pokémon that grow out of 
Pokémon from the original base 
set. There's Clefable, a Fairy 
Pokémon that evolves from C lefairy, 
and there's the next stage of Bird 
Pokémon, Pidgeot, that evolves from 
Pidgeotto. But in the Jungle, almost 
anything can happen, and when it comes 
to evolution, one Pokémon can choose to 
grow into three different forms! 

Eevee may seem like a common Basic 
Pokémon, but when Eevee starts to grow, 
there’s nothing common about it! Eevee begins 
as a Colorless Pokémon with a pair of attacks 
(Tail Wag and Quick Attack). So if Eevee 
evolves, what type of Pokémon do you imagine 
Eevee becomes? Nope, not Colorless—Eevee can 
become Flareon, a Stage 1 Fire Pokémon; Jolteon, 
a Lightning Pokémon; or Vaporeon, a Water 
Pokémon! All three of these Stage 1 Evolutions 
have an attack in common (Quick Attack, the 
same attack that Eevee began with), but then 
each of them has an attack that’s unique to its 

(continued on page 87) 


Catch Just the Pokémon 


You Want! 


Pokémon: Jungle is full of new and amazing 
Pokémon, but there's only one new Trainer card 
in this expansion! Fortunately, it'll keep you on 
the path to becoming a Pokémon Master. 
Poké Ball increases your chances of get- 
ting just the Pokémon you need from your 
deck and into your hand. When you play 
Poké Ball, flip a coin. If you get heads, 
you can search your deck for a Basic 
Pokémon or an Evolution card and 
put it into your hand. 
Have you had Abra in play forever, 
but you haven't been able to find 
Kadabra? No problem—play 
Poké Ball and flip that coin! 
Better yet, play Poké Ball and instead 
of getting Kadabra from your deck, get the 
Stage 2 Pokémon, Alakazam. Now play the Trainer 
card Pokémon Breeder (a base set card which lets you put a 
Stage 2 Pokémon on a Basic Pokémon), and suddenly Abra has 
become a pretty powerful Pokémon! 

The best thing is that Poké Ball is a common card, so you're 
sure to have four for your deck. Then the next time you need that 
one special Pokémon to Knock Out your opponent's last mon- 
ster, you'll get your chance! —MGR 
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Hunting for New Pokémon 


Sure, some of the Pokémon in Jungle axe 
evolved versions of Pokémon in the base 

set. But what new Pokémon evolve 
just within the Jung/e itself? Here’s Eevee Flareon, Jolteon, or Vaporeon 
a complete list of what's growing 


Rhyhorn Rhydon 
out there in those 
deep, unexplored Goldeen Seaking 
forests... 
Nidoran © Nidorina Nidoqueen 
Venonat Venomoth 


Bellsprout Weepinbell Victreebel 
Oddish Gloom Vileplume 
Jigglypuff Wigglytuff 
Exeggcute Exeggutor 
Spearow Fearow 
Cubone Marowak 
Paras Parasect 
Meowth Persian 


Mankey Primeape 


Wnat Kind of Name Js Lickitung? 


Well, this Basic Pokémon has the biggest tongue you've ever seen. You 
know, the tongue is the strongest muscle in the body, and if Lickitung | 
aims that enormous tongue at another Pokémon, look out! Tongue | 
Wrap provides 10 damage and the chance of Paralyzing an opponent! Tasty! 
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(continued from page 85) 
type. Jolteon, for instance, has the attack Pin 
Missile, which allows you to flip four coins and 
do 20 damage times the number of heads you get. 
So if you're hoping to catch a Pokémon to give 
you more choices when building your deck, Eevee 
does it! 


Pokédecks 


For the Pokémon trainer who wants to get to 
playing right away, a couple of treasures have 
been discovered in the Jungle: preconstructed 
theme decks. Like the “Zap!,” “Overgrowth,” 
“Blackout,” and “Brushfire” decks from 
V the base set, these two new 
decks combine a couple of colors 
around a special theme, letting 
you get right to mastering all the 
different types of Pokémon. 
Both decks combine some cards 
from the original Pokémon 
set, so you'll often be on famil- 
iar ground. 
First, there’s “Water Blast,” which 
uses Fighting and Colorless 
Pokémon to fight for you, buying 
you time until you can build up a 
Water Pokémon that uses 
Water Gun or evolve a cou- 
ple of the new Jungle cards, 
Meowth and Rhyhorn 
(which evolves into the 


previously mentioned 
Rhydon). 


OS 


Kangaskhan! 


Taurus Js a Bull in the Zodiac, 
and Tauros Js... 


...a bull in Pokémon! This 
colorless Pokémon can wreck Tauro: 
any china shop with either of “i 
two attacks that each do at 
least 20 damage. And 


Tauros even has a chance of 


doing as much as 70 dam- 
age with its Rampage 
attack. No bull! 


Then there’s “Power 
Reserve,” which uses Grass 
and Psychic Pokémon that ( ™* 
can “call” other Pokémon 
to come and help you (letting you 
search your deck for Basic Pokémon to fill 
your Bench). Then you evolve those monsters 
into new Stage 1 Pokémon from Jungle 
(Nidorina, Weepinbell, and Gloom) to really 
Knock Out your opponent’s Pokémon. 

These Jungle preconstructed theme decks 
will be available this summer, so keep your eyes 
open if you want to catch ’em both! @ 


No relation to Genghis Khan, but this rare v 


Pokémon bears an odd resemblance to a kanga- 
roo...with an infant in its pouch, no less. Like 
Jolteon, Kangaskhan has a brutal attack— 
Comet Punch—that lets you flip Zé. 
four coins and do 20 damage CJ 
times the number of heads. If 
that doesn't leave your oppone 


hopping mad, nothing will. 
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by Rick Moscatello 


So you and some friends have brought home your copies of Heroes 
of Might & Magic II, but your plans to dominate Erathia are 
constantly going awry. Your harpies don't harp, your griffins can 17 
griff, and your hobgoblins have yet to hobgob. Try these guidelines 4 
Sor fighting the good fight and you'll be able to stand up to any 


player—human or machine. 


Town Founding Made Simple : 

In the early parts of the game, you don't have much in the | 

way of armies, so there’s a strong temptation to start 
building troop structures right away. 

Here’s a tip: don't do that. 

You're going to need gold and resources—lots of gold and 4 
resources—throughout the game. The first things you should ] 
build are structures that give you (natch) gold and resources. 
Right from the start, decide which town will house your 
Capitol, and every game day, build one more structure that gets you 
closer to that goal. A Capitol gives you 4,000 gold a day, so every time 
you think about delaying construction to build an army, ask yourself: 

“Is a handful of pikemen really worth 4,000 gold?” 

When you have more than one town, you might want to build both 
up simultaneously, maximizing both creature production and Mage 
Guilds. You should try to build a City Hall in both towns, of course, 
or at least make sure some or all of your towns have Marketplaces. 
However, specialization is still the key—work on building up one town 
to gold status on every structure. 

It’s much more important to have one town that can build the 
strongest creatures than to have two towns building the second- 
Strongest creatures—the most powerful creature vastly out-powers the 
second-best. Mage Guilds are the same way, since the 4th- and Sth- 
level spells are quite capable of turning a fight around, and not building 
asecond 3rd-level Mage Guild will put you several days closer to build- 
ing a 4th-level Guild in your main city. 


Armies of Darkness and Not-So-Darkness 

Early in the game, you need to explore much more than you need 
a strong army. Trim your heroes’ armies down to just the fastest 
units—flyers, like griffins and gargoyles, are 
among the easiest to find early in the game, and 
a hero who has nothing but angels moves with 
frightening speed! Then run around and grab 
up all the free resources you can. 

Once you have a nice view of the local area, it’s 
time to put together an army to fight the neutral 
forces—those monsters that are stationed all over 
the map. If you know what you're up against, and 


Rick is currently looking _ have the option, try to build an army of the same 
Sor homes for 300 wayward _ type of forces you intend to defeat. For example, 
harpy hags, 68% of them _ if you want to attack a group of dwarves, try to 
housebroken. Any volunteers? have an army composed entirely of forces from a 
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Rampart town (which is where dwarves come 
from), and put dwarves in your army. If you have 
a hero with Diplomacy, make him or her part of 
the stack. Why? Well, fighting neutral forces 
drains resources—it’s a much better deal to have 
them run away, or better yet, join you. The 
chances of a neutral force joining up depend on 
many factors—but neutral troops are reluctant to 
fight the same type of troops, troops from the 
same type of town, and troops led by a leader 
with Diplomacy. Come at them with an army 
that has all these factors in its favor. Getting a 
few neutral forces to join, especially in the early 
part of the game, can be a Auge advantage. (I 
once had 300 harpy hags join up, which made 
the rest of the game much easier, I assure you). 

Eventually, you might also consider buying 
war machines. For the most part, these things 
are overpriced. The Ballista is the best and most 
expensive, and isn’t very good unless your hero 
has a high attack rating. The First Aid Tent is 
almost useless, and I can honestly say, after 40 
hours of play, that the Ammo Cart is a waste of 
perfectly good gold. 

When the time comes for you to build con- 
quering armies, be wary of buying “the little 
guys.” Always buy the more expensive units first, 
and only buy the lowest stuff if you both have 
money to spare and really need every little bit of 
help. The low-level units give the least amount of 
fighting strength per gold piece spent, so you 
really don’t want them except in times of desper- 
ation. The only exceptions are ranged attack 
units, but even then it’s a tough call. 


& Magic: 


All My Heroes 

Not all heroes are created equal. Early in 

the game, warrior-type heroes are best, but 
be sure to purchase a spellbook for them as soon 
as possible. Later in the game, spellcasters fare 
better, since they can use all those nifty spells to 
maximum effect. More important than general 
hero type is the special skill the hero comes with. 
Always, always take heroes that have the Estates 
skill, or provide resources. These guys pay for 
themselves quickly. 

Often, a hero comes with an army that is worth 
nearly 2,500 gold and gets a new army every time 
you hire him or her. If you need units fast, a cute 
trick is to hire a hero, strip him of his army, and 
fire him. Then rehire him. If you have gold to 
spare, and you need a solid castle defense (or an 
overwhelming army) immediately, this “cheat” 
can give you the upper hand in no time at all. 

When picking hero skills, specialization (much 
like towns) is the key. Spell ability really jumps 
when you've got Expert skill, so always try to get 
one branch of magic (especially Fire) mastered as 
soon as you can. The other skills vary a bit in 
usefulness. Avoid Eagle Eye, Mysticism, First 
Aid, and Scouting. Do take Estates, Logistics, 
Intelligence, Wisdom, and especially Tactics— 
this last skill is quite valuable. 

In some campaign games, you get to carry your 
heroes from one battle to the next, so be sure to 
run them around the map to pick up extra skills 
and abilities before the battle ends. You generally 
don't get to keep magic items, but you do retain 
spells you've learned—be sure to build up a Mage 
Guild and have your heroes study there as well. 


ws 


Try not to delay construction of your Capitol. 


Clash of the Titans...and Behemoths...and Archangel... 

While HOMMIII is mostly a slugfest when it comes to combat, 

consider this whether you're fighting “outdoors” or in a castle siege: 
The most overlooked tactic is to wait. 

When attacking, you might want to rush up and fire arrows—if you 
fire at long range, your effectiveness is reduced. But if you get too close, 
your opponent can move up and get in what could be a decisive first 
strike. Unless you are at a serious range disadvantage, just wait and 
select “defend” for all your units (and possibly cast a spell). See if your 
opponent will obligingly move his or her forces closer. Of course, if you 
have Tactics, you can start out with your forces mighty close to the 
enemy, a significant combat advantage. 

Remember the “gang attack.” Most units get only one defensive 
counterstrike each combat turn. Thus, it usually makes sense for you to 
concentrate your attacks on one unit, destroying it before moving on to 
the next. In siege battles, you often don’t have this option, because only 
your air units can cross the walls quickly, and your opponent usually has 
range advantage. 

What to do? A few spells can give your vanguard unit some extra 
defense. When spellcasting, you might tend just to use 
Lightning Bolt and Fireball and other damaging spells to 
crush your foes. Spells like Bless and Armor, however, can 
give you a greater combat advantage, especially when your 
hero has low spellpower, your army is large, or you have 
Expert ability in that spell type. This last usually lets your 
spells affect your entire army! Another overlooked spell is 
Blind—cast it on your opponents’ most fearsome stack of 
creatures, and they’ll stay out of the combat for a number of 
turns or until you attack the stack. This can easily be critical 
(especially if you cast it on multiple creature-stacks). 


Okay, now you know the basics for beating Heroes of Might & 
Magic III. Why are you still reading? Come on, you've got time for 


one more turn.... 


DUELIST JULY 1999 89 


56 TX . 
i é — 


No Sleen- Til 


You ll Never Quest 
Like EverQuest 


by Peter Whitley 


din! 


EverQuest (EQ) is the most ambitious online roleplaying 
“virtual world” yet. It shares all of the exploration of 
Bethesda’ sleeper, Daggerfall, the community-based culture 
of Ultima Online, and the pragmatic game-play mechanic 
and optional first-person view of Quake. Be prepared for 
serious bouts of sleep deprivation and daily preoccupation. 


You're Willing to Throw It All Away... 
For a Game 
Even if you're new to multiplayer gaming, getting started 
is easy with this online-only roleplaying game. Once 
you've logged on for the first time, you'll jump through 
a series of disjointed screens until you finally reach your 
' 


The benign Treants are some odd-looking entities. I've only met one with anything much to say 


Vast Is an Understatement 
The world of Norrath is composed of three large continents. 


character-generation destination. This is where the game 
starts and your real life gets put on hold, so pay attention. 
A variety of quests, places to explore, and objects to chase 
Choice of a New Character Generation 
You choose from 14 classes and 12 races (all derived from the traditional 
medieval fantasy genre). Don’t worry about going for the most powerful 
character. All the races and classes have their moments of glory. 
Things do get sticky, as unavoidable prejudices exist on Narrath. For 
| 


down make it seem impossibly enormous. You'll 
have skills to work on, magic to practice, special 
attacks to master, and professions to learn. 

You may want to establish a form of income; 
however, combat loot is easy to come by, so 
example, trolls and ogres have a difficult time interacting in human 
and elf territories, and vice versa. Some NPCs (nonplayer characters) 
will even attack you without warning because of your race or class. 
| This usually means instant death. Certain races can't use all available 

classes, so if creating a wayward monk orphan interests you, forget 


being a troll. 


mundane careers aren't as prevalent as in, say, 
Ultima Online. Perhaps you will join—or 


EverQuest 


Publisher 


Don't fret over the type of character you Sony/702 Carenas ae Ce 
build. You can make another one later if this Foster City and S98 
one fails to capture your imagination. Each Developer 
server can store up to eight of your characters, Verant Interactive 


so you could keep an avatar for every occasion. San Diego, California 


You will choose the server where your charac- ee 


Windows 95/98 CD-ROM 


ter(s) reside. There are currently about 16 servers 


to choose from, but more should be added as 
Minimum System Requirements 


Pentium 166 (PI 200 recommended), 32 MB 


needed. Each server maintains an identical world 


| © : t — : of Norrath, but because your new character is 
Peter Whitley is Solusek 
Ro’ Lawful-Schmawful 
Paladin named Fractur. 


forever committed to that particular server, you'll 
never bump into characters from other servers. If 
friends currently playing want you in their game, 
ask them what servers they're on before you cre- 

“Has anyone seen my corpse?” _ate your character. Inevitably, though, you'll make 


is Fractur’s mantra. plenty of friends wherever you are. 
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RAM (64 MB suggested), Direct3D or Glide-com- 
pliant card with 4 MB RAM, 28.8k bps internet 


connection, Sound Blaster compatible sound card, 


Microsoft compatible mouse, 8x CD-ROM drive 


Website 


http: ev erquest.station.sony.com 


Nompangi 
i festering hag begins to cast a spel 
Your surge of strength fades 


A burst of strength surges through your body 


A Here we see a large group in combat 
a. user-defined buttons b. message text 


e. effects in play 


form—a guild for players sharing a similar 
vision. Like most roleplaying games, EQ isn’t 
competitive. There is no winning or losing. 
There is only roleplaying. The way you 
approach EverQuest directly affects other peo- 
ples’ experiences. 


My Kingdom for a Horse! 

Each race has one or two primary cities. They 
are all similar in function but different in look 
and feel. Within the walls of these cities, you're 
fairly safe (no monsters roam the inner walls; 
however, some NPCs will kill you over acts of 
extreme stupidity). 

Spend time getting acquainted with the map 
of your home city. It is where you will buy and 
sell your wares (initially, at least), get supplies, 
receive your earliest quests, and perform all the 
perfunctory activities of daily life. It is also 
where you'll reappear after dying. Take time to 
map out your home city—this makes funda- 
mental tasks, like going to the bank, efficient 
and painless. 

Because EverQuest is primarily about explo- 
ration and interaction, I would skip spoilers 
that are found on the Internet and instead ask 
people in Norrath about certain objects and 
locations. 

Beyond each city, there is an area for low-level 
characters to practice putting the smack on an 
eternal populace of small monsters. Outside 


these “playgrounds,” the monsters are of varying 


Slashes a death beetie for 12 points of damage 


Nompangi kicks @ death beetle for 5 points of damage 
Nompangi slashes a death beetle for 7 points of damage 
Yyasmina slashes a death beetle for 32 points of damage. 


> By using the ILOC command, 
you can get your bearings. 

c. your Health, Mana, Endurance d. partys’Health This compass, in conjunction with 

a Sense Heading skill, will keep 


without the Mess 


Combat within a group takes coordi 


nation and timing. The fall: 


sequence should keep the experi 
y 1 


flowt? 


‘Ss 


CURRENT Ta” 


you from staying lost. 


strength. Generally, though, the further you 
travel from a city, the tougher they become. 

Gauging a creature’s relative strength is an 
indispensable skill that will save you the 
humiliating experience of running away 
madly as a tougher-than-expected monster 
slowly whacks you to death from behind. 
Assess everything you see. Looks can be 
deceiving, and dying because you didn’t look 
before you leap is a stupid way to go. 


‘Til Death Do Us Part... 
I'll Meet You Back Here 


Once you tire of slaughtering evil-doing 
snakes and marauding skeletons outside the 
town gates, you'll be inclined to wander off 
into the vast nastiness of the wilderness. 

You're going to die out there. 

It’s a matter of fact that you will come to 
accept. The cool thing about dying is that you 
simply “re-spawn” back at your home city. 
Unfortunately, all your cool stuff is still on 
your corpse, wherever that may be. 

If you find yourself being killed by an 
underestimated creature, try to run to the 
edge of the zone (the world is broken into 
some 70 enormous maps known as “zones”). 
Monsters will generally stay on their side of a 
zone, so you can safely nurse your wounds 
and try it again when you're ready. The next 
best thing is to die in or near an easy-to-find 
spot. This may mean running to the top of a 
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with a minimum of casualties 


Unanimously agree 


ona target monster. 


Each party mem 
ber targets monster 
(don't forget the 
“target nearest 


NPC” hotkey ). 


All party members 
turn on Auto 
Attack (if they use 
this option). 


One voluntee 
draws in the victim, 
either with a spell 
or a swift kick to 


the monster's butt. 


Fighters and 
melee-combat 
characters close 
with the monster 
while spellcasters 
and missile- 
empowered char- 
acters launch their 


volleys. 
Monster dies 
(cheers, nods, and 


waves all around). 


Party member loots 


corpse. Take turns 


and share the 
super-cool items if 
you get more than 
your fair share. 


Heal, memorize 


spells, and repeat as 


necessary.—P IV 
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If you die, you will 
die in an obscure 
and hard-to-find 
location or at the 
feet of an impossi- 


bly difficult sentry. 


You will sell your 
loot for the lowest 
price, and buy at 


the highest. 


If your group 
knows exactly 
where to go, you will 


become separated. 


If you need to get 
somewhere fast, you 


will get lost. 


If you are lost, a 
huge creature will 


attack you. 


If it looks cool and 
rare, it is probably 


worthless. 


When it’s your turn 
to loot the corpse, it 


won't have anything. 


If you see an easy 
creature with an 
expensive weapon, 
someone else is 


alr eady engaging it. 


he person you are 


trying to find is 
looking for you 


where you just w 


If you have plenty of 
food, you will be out 
of water. And vice 


versa. —P I} 


hill (with the monster in hot pursuit) or limping 
to a nearby road or farmhouse. 

If a nearby character intervenes on your 
behalf, stand still and take your hits. The other 
PC (player character) will hit the creature as 
much as possible, but if you're running all over 
the place, your would-be savior will also be 
running around trying to catch the creature you 
just ticked off. If you stay still, you may die. If 
you run around in a panic, you will die and 
look stupid at the same time. 

Your corpse can sometimes be difficult to find. 
Helpful players may assist with certain corpse- 
locating abilities or act as guides if they're famil- 
iar with the area. These people deserve to be 
rewarded for their efforts and generosity—tip 
well and they'll happily help you again in the 
future. If you get an opportunity to help out 
someone in hard times, you may be surprised to 
find that he or she is willing to reward you hand- 
somely or even return the favor in the future. I 
keep a list of people who've saved my life and I 
vow to someday repay my debt to them. 

Stockpile extra gear at the local branch of the 
worldwide bank and you'll always have access to 
the tools needed for contingency plans. Your 
bank account is composed of eight slots, but you 
can easily increase its capacity by storing a con- 
tainer in some slots (like a large sack, which 
consumes a slot but offers six new ones in 
return). I generally keep three-quarters of my 
money, a weapon, and some extra food and 
water in my account. If I die in some really 
hairy location, I have access to the tools I need 
to fight my way back to the corpse. 
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Some characters have a 
spell called “Bind” that rede- 
fines your home area. This is 
helpful if you are campaign- 
ing in a far and foreign land. 
When you inevitably (and 
repeatedly) die on your 
adventures, you will re-spawn 
in your new home area rather 
than the old (and preferably 
close to a bank). 


Safety in Numbers? 


Tolls and Hill Giant NPCs 


are typically evil. Foll player There are two ways to 
characters usually try toft = 4 der the world: alone 
in by being polite. 

| don’t trust ‘em. and not alone. Alone 


means frequently dead. 

Being a loner requires you 
to take extra precautions and exhibit extreme 
care in choosing your foes. It pays to become 
intimately familiar with the denizens of the 
territory and its topography. Unexpected 
developments will overwhelm you, and you'll 
need to be prepared with safety plans and 
quick escape routes. 

Although adventuring in a defined group 
basically means coordinated planning, treasure 
complications, shared experience, and conferring 
on every decision you would normally make on 
the fly, it also means staying alive longer and 
basking in the camaraderie of well-executed 
maneuvers. EverQuest encourages party forma- 
tion with intuitive group commands, thoughtful 
experience-rewarding mechanics, and plenty of 
group-effect spells. 

Be prepared for lots of typing (I pity the 
hunt-and-peckers). Group combat can be a 
complicated affair but a party can take on mon- 
sters much larger than usually possible and reap 
the treasure and experience rewards that accom- 
pany those monsters. 


Thou Speaketh in “Hithertos” 

and “Yons”...Whuddup Wit Dat?! 
Combat is certainly a primary element in the 
game; however, it is still a fantasy RPG. I 
encourage you to live the character by writing a 
bio, establishing a history, and behaving the 
part. This will enhance your experience more 
than anything to do with fighting and surviving, 
and will drastically improve the enjoyment oth- 
ers get from the shared environment. 

If you have an interest in both the fantasy genre 
and multiplayer games, you should find 
EverQuest an enriching experience that will keep 
you captivated for a very, very long time. 


Read 


between 


the lines 


Urza’s story is greater than the sum of the cards. 
Get the big picture with the Magic: The 
Gathering® novels. 


Bloodlines reveals the story of the Urza‘s Destiny’ 
card set. Learn the stories behind your favorite 
characters and their adventures. 


Flavor text only takes you so far. 
Finish the journey with the Magic: The Gathering novels. 


The Brothers’ War 
Jeff Grubb 


Available Now 
Based on the 
Antiquities® expansion 


_ Planeswalker 
lynn Abbey 
Available Now _ 
Based on the 4 
Urza’s Saga™ expan. 


ine - 


Time Streams 
J. Robert King 


The Colors of Magic 
Anthology 


Available Now 


WIZARDS OF THE Coast, Magic: The Gathering, Urza’s Saga, Ura 


You are the best hope for defending your nation’s pride. 
Now prove it. 


Magic” World Championships. Rise to the occasion. 


Canadian Nationals 
July 8-11, 1999 
Howard Johnson Plaza Hotel 
Toronto 


Win a chance to be one of 
four players to represent Canada 
at the World Championships. 
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ORGANIZATION 


The Duelist Oracle is divided by color and 
alphabetized within each color. The 
expansion(s) the card has appeared in is 
listed after each card, and a card type and 
expansion key is on the bottom of every 
page. This is the most accurate word- 
ing—more recent than what's on the 
cards themselves. 

Reminder text appears on many cards 
to cover game mechanics specific to that 
card. This glossary covers all the 
reminder text on the cards within the 
Duelist Oracle. Creature abilities covered 
under the basic rules, such as flying or 
trample, are not listed here. 


Buyback x 

If you pay an additional X as you play this 
spell, put it into your hand instead of your 
graveyard as part of the spell’s resolution. 


Buyback—ACTION 

If you do AcTION as you play this spell, put 
it into your hand instead of your grave- 
yard as part of the spell’s resolution. 
(Some examples of action include “pay X 
life,” “sacrifice a creature,” etc.) 


Cycling x 

You may pay & and discard this card 
from your hand to draw a card. Play this 
ability any time you could play an instant. 


Echo 

At the beginning of your next upkeep 
after this permanent comes under your 
control, sacrifice it unless you pay its 
mana Cost. 


Haste 
This creature may attack and © the turn 
it comes under your control. 


Landwalk 

This creature is unblockable as long as 
defending player controls a LANDTYPE. 
(LANOTYPE is most often one of the basic 
land types.) 


Shadow 
This creature may block or be blocked by 
only creatures with shadow. 


Walls 
Walls cannot attack. 


CLASSIC | TEMPEST | STRONGHOLD | EXODUS | URZA’S SAGA | URZA’S LEGACY 


It’s here—the Classic (Sixth Edition) Oracle for Standard—everything you need to know about 


every card that’s legal to play. You UW find all sorts of interesting changes if you look hard enough, I'm 


not talking about the lack of interrupts either (what are those?). 


“Sleeping” enchantments—like Opal Acrolith- experienced a functional change. “Successfully 


cast” is a phrase that no longer exists in the Magic: The Gathering game. As a result, any card that 


used to say “successfully cast” now says ‘play.” Of course, sleeping enchantments arent the only cards 


to have been updated. For example, the ways in which Equilibrium, the “lucky charms,” Havoc, and 


Warmth work have also been changed. 


You'll also notice a few cosmetic changes to the Duelist Oracle. We got tired of people asking, 


“What's a ‘Su Merfolk’?” Solution—no more abbreviations of card types. Perhaps the most useful 


change of all is the expanded expansion listings. Not only do we now tell you everywhere you can 


ARTIFACTS | 


Aladdin's Ring 


Artifact 

8, ©: Naddin's Ring deals 4 damage to target creature or 

player. ,3SE-6E 
Altar of Dementia 2 
Artifact 


Sacrifice a creature: Target player puts a number of cards 
equal to the sacrificed creature's power from the top of his or 
her library into his or her graveyard TE 
Amber Prison 4 
Antitact 

You may choose not to untap Amber Prison during your untap 
step. 4, @: Tap target artifact, creature, or land. As long as 
Amber Prison is tapped, that permanent doesn't untap during 
its controller's untap step. MASE 
Angel's Trumpet 3 
Artifact 

Attacking doesn't cause creatures to tap. At the end of each 
player's turn, tap all untapped creatures that player controls 
that attack this turn. Angel's Trumpet deals to the player dam- 
age equal to the number of creatures tapped this way 

Ankh of Mishra 2 
Artifact 

Whenever a land comes into play, Ankh of Mishra deals 2 
damage to that land's controller. 1E-6E 
Ashnod’s Altar 3 
Artifact 

Sacrifice a creature: Add two colorless mana to your mana 
pool CH SE- 
Barrin's Codex 4 
Artifact 

Al the beginning of your upkeep, you may put a page counter 
on Barrin's Codex. 4, &, Sacrifice Barrin's Codex: Oraw X 
cards, where X is the number of page counters on Barrin's 


Codex. US 
Beast of Burden 6 
Artitact Creature st hd 
Beast of Burden’s power and toughness are each equal to the 
total number of creatures in play. UL 
Booby Trap 6 
Artifact 


As Booby Trap comes into play, name a card other than a 
basic land card and choose an opponent. Reveal all cards the 
chosen player draws as they're drawn. If a card drawn by the 
chosen player is the named card, sacrifice Booby Trap to have 


it deal 10 damage to that player. TE 
Bottle Gnomes 3 
Artitact Creature — Gnome 13 
Sacrifice Bottle Gnomes: You gain 3 life. 

Bottle of Suleiman 4 
Artifact 


1 , Sacrifice Bottle of Suleiman: Flip a coin. If you lose the 


find this card, we tell you the rarity too! 


flip, Bottle of Suleiman deals 5 damage to you. If you win the 
flip, put 2 5/5 Djinn artifact creature token with flying into 
play ,3E-6E 
Bullwhip 4 
Artifact 

2, ©: Bullwhip deals 1 damage to target creature. That 
Creature attacks this turn if able. 

Cathodion 

Artifact Creature V. 
When Cathodion is put into a graveyard trom play, add three 
colorless mana to your mana pool. 

Charcoal Diamond 

Artifact 

Charcoal Diamond comes into play tapped. @: Add @ to 
your mana pool. 
Chimeric Staff 4 
Artifact 

X: Chimeric Staff becomes an artifact creature with power 
and toughness each equal to X until end of turn. US 
Citanul Flute 5 
Artifact 

%, ©: Search your library for a creature card with converted 
mana cost no greater than X. Reveal that card and put it into 


a’ 


is) 


your hand. Then shuffle your library. US 
Claws of Gix 0 
Artifact 

1 , Sacrifice a permanent: You gain 1 life. 

Coat of Arms 5 
Artifact 


Each creature gets +1/+1 for each other creature in play of 


the same creature type. (For example, if there are three 
Goblins in play, each gets +2/+2) EX 
Coiled Tinviper 3 
Artifact Creature a 
First strike. TE 
Cold Storage ‘ 
Artifact 


3: Remove target creature you control from the game. 
Sacrifice Cold Storage: Return to play all creatures removed 


from the game with Cold Storage. TE 
Copper Gnomes 2 
Artitact Creature Ww 
4 , Sacrifice Copper Gnomes: Put an artifact card trom your 


hand into play US 
Crawlspace 3 
Artifact 

No more than two creatures may attack you each combat UL 
Crystal Chimes 3 
Artifact 

3, ©, Sacrifice Crystal Chimes: Return all enchantment 
cards from your graveyard to your hand. 

Crystal Rod 1 
Artifact 

Whenever a player plays a blue spell, you may pay 1. If you 
do, you gain 1 life. Sal 


—Michael Mikaelian 


Cursed Scroll 1 
titact 

3, >: Name a card. An opponent chooses a card at random 
from your hand. I he or she chooses the named card, Cursed 


Scroll deals 2 damage to target creature or player. TE 
Cursed Totem 2 
Artifact 
Players can't play activated abilities of creatures. MA,6E 
Damping Engine 4 
Artifact 


A player who controls more permanents than any other can't 
play lands or artitact, creature, or enchantment spells, That 
player may sacrifice a permanent to ignore this effect until 


end of turn. UL 
Dancing Scimitar 4 
Artifact Creature 15 
Flying AN,3E-B6E 
Defense Grid 2 
Artifact 

During each player's turn, spells played by another player cost 
3 more. UL 
Dingus Egg 4 
Artifact 

Whenever a land is put into a graveyard from play, Dingus Egg 
deals 2 damage to that land's controller. 1E-6E 
Disrupting Scepter 3 
Artifact 


©: Target player chooses and discards a card trom his 
or her hand. Play this ability only during your tun, © 1E-GE 


Dragon Blood 3 
Artifact 

3, ©: Put a +1/+1 counter on target creature 

Dragon Engine 3 
Artifact Creature 13 
2: Dragon Engine gets +1/+0 until end of turn. AQ,9E-GE 
Dragon Mask 3 
Artifact 


3, >: Target creature you control gets +2/+2 until end of turn, 
Return that creature to its owner's hand at end of turn 

Echo Chamber 4 
Artifact 

4, ©: An opponent chooses target creature he or she con- 
trols. Put a token creature into play and treat it as a copy of 
that creature. The token creature has haste. Remove the token 
creature from the game at end of turn. Play this ability only if 
you could play a sorcery TE 


Emerald Medallion 2 
Antitact 
Green spells you play cost 1 less to play TE 
Emmessi Tome 1 
Artifact 
5, >: Draw two cards, then discard a card trom your hand. 
TE 
Endoskeleton 2 
Artifact 
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You may choose not to untap Endoskeleton during your untap 
Step. 2, @: Tampet creature gets +0/+3 as long as 
Endoskeleton remains tapped. US 
Energizer 4 
Artitact Creature 22 
2, ®: Put a +1/+1 counter on Energizer. TE 
3 


Ensnaring Bridge 
Artifact 


ae ee ee 
hand can't attack. 


Erratic Portal : 
Artifact 
1,0: ee 


controller pays 1 


Essence Bottle - 
Artifact 


3, ©: Put an elixir counter on Essence Bottle, &, Remove 
all elixir counters trom Essence Bottle: “ulead 


ACLE PLAYER’S GUIDE 


and haste into play. Destroy the creature at end of tum. SH 


Howling Mine 2 

Artifact 

At the beginning of each player's draw step, if Howling Mine is creature. 
untapped, that player draws an additional card, 1E-6E 

Iron Maiden 3 

Artifact 

Al the beginning of each of your opponents’ upkeeps, Iron 


Maiden deals 1 damage to that player for each card more than 
four in his or her hand. UL 
Iron Star 1 
Artifact 

Whenever a player plays a red spell, you may pay 1. ip 
do, you gain 1 life, 

Ivory Cup 1 
Artifact 


Whenever a player plays a white spell, you may pay 1. It you 
do, you gain 1 life, 16-8E 


wy 


Medicine Bag 3 
Artifact 


1, ®, Discard a card from your hand: Regenerate target 
EX 


Meekstone 1 
Artifact 


Each creature with power 3 or greater doesn't untap during its 
controller's untap step. 1E-6E 
Memory Crystal 3 
Antitact 


Buyback costs are reduced by 2. 
Memory Jar 
Antitact 


EX 


—6E — , Sacrifice Memory Jar: Each player removes his or her 


Phyrexian Colossus 
Artifact Creature 


Phyrexian Colossus doesn't untap during your untap step. 
lite: Untap Phyrexian Colossus. Phyrexian Colassus can't be 
blocked except by three or more creatures. § 
Phyrexian Grimoire 
Artifact 


4, ©: An opponent chooses one of the top two cards in your 
Qraveyard. Remove that card from the game and put the other 
one into your hand. TE 
Phyrexian Hulk 6 
Artifact Creature 54 

TE 
Phyrexian Processor 4 


hand from the game, face down, and draws seven cards. At end Artifact 


of turn, each player discards his or her hand and returns to his 
or her hand each card he or she removed from the game this 
way. See Banned & Restricted p. 111 UL 


As Phyrexian Processor comes into play, pay any amount of 

lite. 4, &: Put a black Minion creature token that has power 

and toughness each equal to the amount of lite paid into play. 
US 


elixir counter removed this way. Jade Monolith 4 Metallic Sliver 1 
Excavator Attitact Artifact Creature — Sliver 11 Phyrexian Splicer 2 
Attifact 1: The next time a source of your choice would deal damage TE Artifact 
©, Sacrifice a basic land: Target creature gains landwalk in to target creature this turn, that source deals that damage to Metrognome 4 2, ©: Choose fiying, first strike, shadow, or trample. Target 
the type of land sacrificed this way until end of tum. TE you instead, 1E-8E Artfact Creature with that ability loses it until end of tun and another 
Fire Diamond 2 Jalum Tome 3 When a spell or ability an opponent controls causes you to dis- ‘arget creature gains it until end of turn, TE 
Antitact Antifact Card Metrognome, put four 1/1 Gnome artifact creature tokens © Phyrexian Vault 3 
Fire Diamond comes into play tapped. @:; Add @ to your 2, ©: Draw a card, then choose and discard a card from into play. 4, : Puta 1/1 Gnome artifact creature token Antitact 
mana pool, MAGE your hand. AQ,CH,5SE-6E — into play. US 2, ®, Sacrifice a creature: Draw a card. MA,6E 
Flowstone Sculpture 6 Jayemdae Tome 4 Millstone Pit Trap 2 
Creature 4/4 Atifact Antitact Artifact 
2, Discard a card from your hand: Put a +1/+1 counteron 4, @: Draw a card. 1E-GE 2, ©: Put the top two cards of target player's library into 2, &, Sacrifice Pit Trap: Destroy target attacking creature 
Flowstone Sculpture or Flowstone Sculpture gains flying, first Jet Medallion 2 _ his or her graveyard. AQ,SE-GE — without flying. It can’t be regenerated. US 
eee Artifact Mindless Automaton 4 Portcullis 4 
it leaves play.) E Black spelis you play cast «1 less to play. TE Aitact Creature 0/0 Artifact 
Fluctuator : Jhoira’s Toolbox 2 Mindless Automaton comes into play with two +1/+1 counters Whenever a creature comes into play, if there are two or more 
Antitact Artitact Creature 1/1) it 1, Discard a card from your hand: Put a +1/+1 count- other creatures in play, remove that creature from the game. 
Cycling costs you up to 2 less to play. *See Banned & 2: Regenerate target artitact creature. ji, fF on Mindless Automaton. Remove two +1/+1 counters from — When Portcullis leaves play, return to play under their owners’ 
Restricted p. 111 US jinxed Idol Mindless Automaton: Oraw a cart EX control all creatures removed from the game with Portcullis. SH 
Flying Carpet Artifact Mishra's Helix 5 Primal Clay 4 
Artifact Artifact Artifact Creature bd ia 
2, Teta as hing tl no WML, -SE foun once, acai TX ats, US Primal ly comes it ply as your choice ofa 3/3 atte 
Fool's Tome 4 — Sinxed Wo. Te Mobile Fort 4 Creature; a 2/2 artifact creature with fying; or a 1/6 Wall arti- 
Artact Jinxed Ring 2 Mtact Creature ag her ae 
2, ©: Draw a card. Play this ability only if you have no Artitact pheno nd petal glade bare oo aoa 3 
carts i hand. TE Whenever a card is put into your graveyard from play, Jinxed tum as weren't a once 
Fountain of Youth © ing deals 1 damage to you. Sacrifice a creature: Tarpet oppo- &4¢h tun. US 2, @: Tap or untap tarpet creature TE 
Atitact nent gains control of Jinxed Ring. sh Mogg Cannon 2 Purging Scythe 5 
2, ©: You gain 1 ite. OK,CH,SE-8E Karn, Silver Golem 5 Mutiac Artfact 
Glasses of Urza 1 Aiact Creature — Golem Legend 4/4 ©: Target creature you control gets +1/-+0 and gains fing At the beginning of your upkeep, Purging Soythe deals 2 dam- 
Artifact Whenever Karn Silver Golem blocks or becomes blocked, it until end of turn, Destroy that creature at end of turn. TE age to the creature with the least toughness. (If two or more 
©: Look at tarpet player's hand. 1E-GE gets -4/+4 until end of turn. a: Target noncreature artitact © Moss Diamond 2 reatures are Wed for least toughness, you choose one.) US 
Grafted Skullcap 4 becomes an artifact creature with power and toughness each Artifact Quicksilver Amulet 4 
5 Atifact equal to its converted mana cost until end of turn. (That arti- Moss Diamond comes into play tapped. @: Add @ to your Artifact 
A the beginning of your draw step, draw an additional card, At  /26¢ retains its abilities.) US mana pool. MAGE 4, @: Put a creature card trom your hand into play. UL 
end of turn, discard your hand. US Lead Golem 5 Mox Diamond 0 Ring of Gix 3 
Grim Monolith 2 Antifact Creature—Golem 3/5 Antifact Astitact 
Antifact Whenever Lead Golem attacks, it doesn't untap during its con- As an additional cost to play Max Diamond discard a land card Echo. 1, >: Tap target artifact, creature, or land. UL 
We Beh est dag yr et ptm. @: troller’s next untap step. MWR,GE from your hand. <>: Add one mana of any color to your mana — od gf Ruin 4 
three colorless mana to your mana pool Lifeline 5 Poo, SH hutitat 
Grindstone 4 Artifact Mystic Compass 2 3, @: Rod of Ruin deals 1 damage to target creature or 
Atifact Whenever a creature is put into a graveyard and a creature is Artifact player. 1E=6E 
3, @: Put the top two cards of target player's library nto i play, return that creature from that graveyard to play under 1, <>: Target land is a basic land type of your choice until — Ruby Medallion 2 
that player's graveyard. If both cards share a color, repeat this  '*S owner's control at end of turn. US end of turn, ALSE  pptitact 
process, TE Lotus Blossom 2 ee Scales 4 Red spells you play cast less to play. TE 
aang Totem 4 ie saci ai en a aa ae uae sd a a aan Medallion 2 
2, ©, Sacrifice Grinning Totem: Search tarpet opponent's 0" Lotus Blossom. <>, Sacrifice Lotus Blossom: Add X mana of Creature Controls with power greater than Biye spells you play cast <1 less to play. TE 
library for a card and set that card aside, That player then ‘any one color to your mana pool, where X is the number of the number of cards in his or her hand. US Scalding Tongs 2 
shuffles his or her library. You may play the card as though it mt US al Breech 4 jrtitact 
were in your hand. At the beginning of your next upkeep, it yu Lotus Peta 0) AT the beginning it you have three or fewer cards 
haven’ played the card, put it into its owner's graveyard. Arttat 2, Dscartyur an: Cun rpe noe seis hand ely geen 1 famape nol oo 1 
MASE @, Sacrifice Lotus Petal: Add one mana of any color to your EX Scrapheap 3 
Heartstone 3 > ac tem ghana iit TE Obsianus Golem 6 
Artifact agnetic We' 2 Mtifact Creature ~ Golem 4/6 Whenever enchantment is put into 
Actration cats on creatures are reduced by 1 This dest Aric 1E-4E BE ren te earch: 
reduce an ability’s generic mana cost to less than 1. SH la creature with a magnet counter on it attacks, all creatures Ornithopter © Scroll Rack . 
Heim of Possession 4 pings alge egal P — “A O/2  pptitact 
Artifact Whenever a creatare E-GE 1, @: Choose any number of cards in your hand and set 
You may choose not to untap Helm of Possession during your reales with magnet counters on them block thal create = Patania Golem 4 thase cards aside, Put an equal number of cards from the top 
untap step. 2, @, Sacrifice a creature: You contol target ‘nis turn it able. 1, <>: Put a magnet counter on tarpet arta Creature — Golem 2/3 of your library into your hand. Then put the cards set aside this 
creature as long as you control Helm of Possession and Helm Creature, TE 5: Patapia Golem gains fying until end of tur. MAR,GE way ontop of your library in any order. TE 
phieraag a 5 -_ Prism 3 Patchwork Gnomes 3 Shifting Wall x 
Artitact Creature - Gnome 2/1 Attifact Creature - Wall wo 
Artitact Creature 2/2 ©: Add one colorless mana to your mana pool. 1, @: Add Regenerate Patchwork Gnomes P couaters 00} 
©: Hopping Automaton gets -1/-1 and gains flying until end 9 mana of a color of your choice to your mana pool. NSE Baa ae TE othe — 
dm US Manakin 2 Pearl Medallion 2 tact 
Horn of Greed 3 Miitact Creatre VA petitact 1, ©, Sacifice a creature: Skull Catapult deals 2 damage to 
Artifact ©: Mid one colorless mana to your mana pool TE White splis you play cost > less to play TE target creature or player. IASE-8E 
ae = — Diamond 2 Pentagram of the Ages 4 Sky Diamond 2 
Artifact Artifact 
Artitact ee ene 4, ©: The next time a source of your choice would deal ‘Sky Diamond comes into play tapped. <>: Add @ to your 
3, }: Puta 1/1 artifact Hornet creature token with flying "ana pool. AGE damage to you this turn, prevent that damage. © 1A,SE-GE mana pool MR,SE 
f 1E-Alpha/Beta 4€-Fourth Edition P1—Portal AN-Arabian Nights OK-The Dark 
if 2E-Unlimited 5E-Fifth Edition P2-Portal: Second Age — AQ—Antiquities FE-Fallen Empires 
a 6E-Classic CH-Chronicles LE-Legends \A-Ice Age 


Skyshaper 2 
Artifact 
Sacrifice Skyshaper: Creatures you control gain flying until end 
of turn. EX 
Smokestack 4 
Artifact 


AM the beginning of your upkeep, you may put a soot counter 
on Smokestack. At the beginning of each player's upkeep, that 
player sacrifices a permanent for each soot counter on 
Smokestack. US 


Snake Basket 4 
Artifact 


%, Sacrifice Snake Basket: Put X 1/1 green Cobra creature 
tokens into play. Play this ability only if you're allowed to play 
4 sorcery. VIBE 
Soul Net 1 
Artifact 

Whenever a creature is put into a graveyard from play, you 
may pay 1. If you do, you gain 1 lite, 1E~6E 
Spellbook 0 
Artifact 


You have no maximum hand size limit. 
Sphere of Resistance 
Artitact 


Spells cost 1 more to play. 
Squee’s Toy 1 
Artifact 


©: Prevent the next | damage that would be dealt to target 
Creature this turn. TE 
Static Orb 3 
Artifact 

Players can't untap more than two permanents during 
their untap steps. TE 
Storm Cauldron 5 
Artifact 


Each player may play an additional land during each of his or 
her turns. Whenever a land is tapped for mana, return it to its 
Owner's hand, AL,GE 


Sword of the Chosen 
Artifact 


Legendary 

©: Tarpet Legend gets +2/+2 until end of turn, 
Teferi’s Puzzle Box 

Artifact 


Al the beginning of each player's draw step, that player counts 
the cards in his or her hand, puts them on the bottom of his or 
her library, and then draws that many cards, VISE 
Telethopter 4 
Artitact Creature KY] 
Tap an untapped creature you control: Telethopter gains flying 
until end of turn, TE 
Temporal Aperture 2 
Artifact 


5, ©: Shutfle your library and reveal the top card. Until end ot 
turn, a5 long as that card remains on top of your library, you may 
play the card as though it were in your hand without paying its 

mana cast (If the spell has % in its casting cost, Xis 0) US 
The Hive 5 


Artifact 
5, ©: Put a 1/1 Wasp artitact creature token with flying 
into play. 1E-8E 


Thopter Squadron 5 
Artifact Creature 


00 
Flying. Thopter Squadron comes into play with three +1/+1 
Counters on it 1, Remove a +1/+1 counter trom Thopter 
Squadron: Put a 1/1 artifact Thopter creature token with flying 
into play. Play this ability only if you could play a sorcery. 1, 
Sacrifice a Thopter: Put a +1/+1 counter on Thopter 
Squadron. Play this ability only if you could play a sorcery. EX 
Thran Lens 2 
Artifact 


All permanents are colorless. UL 
Thran Turbine 1 
Artifact 


AM the beginning of your upkeep, you may add up to two colorless 
mana to your mana pool. This mana can't be spent to play spells.) S 
Thran War Machine 4 
Artifact Creature 


Echo. Thran War Machine attacks each turn if able. UL 
Thran Weaponry 4 
Attitact 


Echo. You may choose not to untap Thran Weaponry during 
your untap phase. 2, @: All creatures get +2/+2 as long 
as Thran Weaponry remains tapped. UL 
Throne of Bone 1 
Mtitact 


Whenever a player plays a black spell, you may pay 1°. If you 
0, you gain 1 life, 1E-6E 
Thumbscrews 2 
Atitact 


M the beginning of your upkeep, if you have five or more cards 


in hand, Thumbscrews deals 1 damage to target opponent. TE 
HL-Homelands Vi-Visions 
AL-Alliances WL-Weatherlight 
MR-Mirage TE-Tempest 


Ticking Gnomes 3 Remove a +1/+1 counter from Workhorse: Add one colorless Bog Rats ° 

Antitact Creature 3/3 mana to your mana pool. EX Creature — Rat Ww 

pag yin apm anagmmgarcg Worn Powerstone 3 Bop Rats can't be blocked by Walls. OK,CH,5SE-6E 

age to target creature or player. L Atitact Wraith 3@ 

Torture Chamber 3 Wom Powerstone comes into play tapped. @: Add two color- a 33 

Artifact less mana to your mana pool. US Swampwalk 1E=6E,P1 

Al the beginning of your upkeep, put a pain counter on Torture 

necwereencs | BLACK | Ss, : 

hee doh aee in eee Flying: echo. When Bone Shredder comes into play, destroy tar 

Chamber deals 0 target creature damage equal to the sumer Abandon Hope x1@ onion Pe a 

Ot pain counts removed tis way. . Dr vianalnk be eatin thes ant tos Enchantment 

Transmogrifying Licid 3 rom your hand. Lok at aret opponents hand and choose X At th begining ofeach players upkeep, that player dscars 

a laneaitinsn dies 2/2 ants irom it That player dscars these cats TE a ard at random from his or her hand. SH 

an enchant creature that reads “Enchanted creature gts Abyssal Horror 4@@ Bounty Hunter 2e@ 

+1/+1 and is an artitact creature” Enchant target creature with ss tan ts bine oe oe a 

ee ee OP eles a cards two cards fram is or her hand. US Destroy tarpet creature with a bounty counter on it. TE 

Autitact Abyssal Hunter 3@ a 2@ 

ss Creature — Minion " 
AM the beginning of each player's upkeep, that player returns a ©. >: ly 
i , ©: Tap target creature. Abyssal Hunter deals damage ‘Target creature gets +2/-+0 until end of turn. That creature 

Se ne ers he ts pm cat MASE Ge ot Mew eat 
2e¢ Creatures. 

Urza's Armor 6 een e umd en 

ach time a source would deal damage to you, it deals that © ‘Flying. Whenever Abyssal Specter deals damage to a player, Enchantment 

much damage minus 1 instead. US that player chooses and discards a card from his or her hand. A the beginning your upkeep, it you have no cards in hand, 


“Who ’Dat?” 
Saves, Goblin Cabin Boy, 


Cory: — What kind of freak are you, exactly? 

Squee: I'm askin’ th’ questions ‘ere, bub! 
not editin’? 

Cory: 


s} 2 Card from his or her hand. 


Justice to the wicked. | also like to comb my ha 


| usually just hang out, liberating the 
Squee: And yer callin’ Squee a freak? 
Urza's Blueprints 6 
Artifact 


Echo. ©: Draw a card. 
Volrath’s Laboratory 
Antitact 


As Volrath’s Laboratory comes into play, choose a color and 
Creature type. 5, >: Put into play a 2/2 creature token of 
the chosen color and type. SH 
Voltaic Key 1 
Artifact 


1, ©: Untap target artifact. US 
Wall of Junk 2 
Artifact Creature 7 
Whenever Wall of Junk blocks, return it to its owner's hand at 
end of combat. US 
Wand of Denial 2 
Artifact 


©: Look at the top card of target player's library. it i's a 
onland card, you may pay 2 life. If you do, put it into that 
player's graveyard. Vi,6E 
Watchdog 3 
Artifact Creature 2 
Watchdog blocks if able. Whenever a creature attacks you, if 


Watchdog is untapped, that creature gets -1/-0 until end of turn 

TE 
Wheel of Torture 3 
Antitact 


AL the beginning of each of your opponents’ upkeeps, Wheel of 
sap rl eral aaa al 
I] 
3 


4/5 three in his or her hand. 


Memories 


na 2e@ 
Look at target player's hand and choose two cards from it. Put 
Cane nts a Wp ott pays Keay fe ay exter ps 


WL,6E 
Ashen Powder 2e@ 
Sorcery 
Put target creature card from one of your opponents’ prave- 
yards into play under your control. MABE 
Befoul 200 


Sorcery 
Destroy target land or nonblack creature. A creature destroyed 
this way can't be regenerated. US 


Bellowing Fiend 4@ 
Creature — Spirit v3 
Flying. Whenever Bellowing Fiend deals damage to a creature, 
Bellowing Fiend deals 3 damage to that creature's controller 
and 3 damage to you. TE 
Bereavement 1@ 
Enchantment 

Whenever 2 green creature is put into a graveyard from play, 
its controller discards a card from his or her hand. US 
Blight ee 
Enchant Land 

When enchanted land is tapped, destroy it LEAE-6E 
Blighted Shaman 1@ 
Creature — Wizard Ww 


©, Sacrifice a swamp: Tarpet creature gets +1/+1 until end 


until end of turn, MA,6E 

een Blood Pat : 
3: Each the top two cards of his or her Creature ~ Wr 
ro plpnapase lng ., Sacrifice Blood Pet: Add @ to your mana pool. TESE 
Wirecat 4 Blood Vassal 2@ 
Artifact Creature 4/3 Creature — Thrull 2 
Wirecat can’t attack or block if an enchantment is in play. US Sacrifice Blood Vassal: Add 4 to your mana pool. US 
Wooden Sphere 1 Bog Imp 1@ 
Artifact Creature - imp Ww 
Whenever a player plays a green spell, you may pay 1. If you Flying. OK,4E-6E,P1 
do, you gain 1 life. 1E-6E Bog Raiders 2¢ 
Workhorse 6 Creature — Zombie 22 
Artitact Creature O/0  Swampwalk. US 
Workhorse comes into play with four +1/+1 counters on it. 

SH-Stronghold UL-Urza’s Legacy Black—-Common 

EX-Exodus Silver—Uncammon 

US-Urza's Saga Gold—Rare 


_ 


Sacrifice Brink of Madness to have target opponent discard his 
OF her hand. UL 


Brush with Death 2@ 


Sorcery 
“7. pc corrcectaammaen wm 


oso tyra eaeasmaatae ss 
1@ 


Choose two tarpet creatures controlled by one player. You 
remove one of them trom the game and put two +1/+1 
SH 


® 
Creature — Zombie 22 
Go ecg yore, Cregg ets us 
pay 
Carrion Beetles 2 
Creature — Insect 1 
2 @, ©: Remove up to three target cards in a single grave- 
yard from the game. US 
Carrionette 1@ 

wt 


hand. Pay this ability only if you could play a sorcery, EX 


ey 
a 


“2: Regenerate this creature.” 


a] 
i 


's hand and choose a card from it. That 
card. 


srt 
Hit 
§ 

F 

? 

H 

Zz 

t 


q Qraveyard 
your control. Remove that creature from the 
eee 


a 
5 
i 


upkeep, 


US 
2¢ 


Buyback 2. Put the top creature card from your graveyard 
into play. That creature gains haste. Remove the creature from 


the game at end of turn, TE 

Corrupt 5@ 

Sorcery 

Corrupt deals to target creature or player damage equal to the 
\, 


ane ee 
dealt this way. 


Corrupting Licid s 
Guan nd 22 


©, ©: Corrupting Licid loses this ability and becomes an 
enchant creature that reads “Enchanted creature can't be 


blocked except by artifact creatures and black creatures” 

Enchant target creature with Corrupting Licid. You may pay 

© 10 end this effect. SH 
Crazed Skirge 3@ 
Creature — imp 22 
Flying; haste. US 
Crovax the Cursed 200 
Creature — Vampire Legend wo 
Crovax the Cursed comes into play with four +1/+1 counters 
On it. At the beginning of your upkeep, you may sacrifice a 


Creature. If you do, put a +1/+1 counter on Crovax. If you 
don't, remove a +1/+1 counter trom Crovax. @: Crovax gains 
flying until end of turn, SH 


as the Weak t 


As an additional cost to play Culling the Weak, sacrifice a 
creature. Add © @@ to your mana pool. 
Cursed Flesh 

Enchant Creature 

Enchanted creature gets - rplarablaaas pass: 
artitact creatures and black creatures. 


Dark Banishing 
Instant 


Destroy target nonblack creature. It can't be regenerated. TE 
Dark Hatchling 4@@ 
Creature — Horror 43 
Flying. When Dark Hatchling comes into play, destroy tarpet 
Honblack creature. It can't be regenerated. 
Dark Ritual 

Instant 


Aid @@@ 10 your mana pool. 
Darkest Hour 
Enchantment 


All creatures are black. 
—-* Stalker 
Creature - 


e sams tot te: @: Darkling Stalker gets 
+1/+1 until end of turn. 

Dauthi Cutthroat vg 
Creature - Minion Ww 
Shadow. -@, @: Destroy target creature with shadow. EX 
Dauthi Embrace 2@ 
Enchantment 


© @: lanpet creature gains shadow until end of tum. TE 
Dauthi Ghoul 1@ 
Creature — Zombie Tf 
Shadow. Whenever 2 creature with shadow is put into a prave- 
yard trom play, put a +1/+1 counter on Dauthi Ghoul. TE 
Dauthi Horror 
Creature — Beast r]]) 
Shadow. Dauthi Horror can't be blocked by white creatures. TE 
2¢ 
aw 
Shadow. @@, Sacrifice Davthi Jackal: Destroy target block- 

EX 


EX 
t 


US 
t 


TE 
2 


US 


3@ 
Ww 


2@ 
vi 
TE 


2° 


)) 
ro ie: Sr tell tenis wh ata 
Dauthi Mindripper 
Creature — Minion a 
Shadow. When Dauthi Mindripper attacks and isn't blocked, you 
May sacrifice it. It you do, defending player discards three 
cards from his or her hand. TE 
Dauthi Slayer ee? 
Creature — Soldier 22 
Shadow. Dauthi Slayer attacks if able. TE 
Dauthi Trapper 20 
Creature — Minion Ww 
: Target creature gains shadow until end of turn.. SH 
Dauthi Warlord 1@ 
Creature - Soldier “" 
Shadow. Dauthi Warlord’s power is equal to the number of 
creatures with shadow in play. 
Death Pits of Rath 
Enchantment 


Whenever a creature is dealt damage, destroy it It can't be 
regenerated. TE 


EX 
3e2 


Death's Duet 
S Sorcery 

Return two target creature cards from your graveyard to your 
hand. 


Derelor 
Creature — Theul 
Your black spelts cast 4 more to play. 


Despondency 
Enchant Creature 


3e@e 
Creature — Horror 
Protection from white. When Eviscerator comes into play, you 
lose 5 life, UL 


Exhume 1@ 
Sorcery 

Each player puts a creature card from his or her graveyard into 
play. US 
Expunge 


2@ 


Enchanted creature gets -2/-0. When Despondency is put into a Instant 


graveyard from play, return Despondency to its owner's hand. 


US 
Diabolic Edict 1® 
Instant 
TE 
3@ 


When Diabolic Servitude comes into play, return target creature 
card trom your graveyard to play. When the returned creature 
is put into a graveyard, remove that creature from the game 
and return Diabolic Servitude to its owner's hand. When 
Diabolic Servitude leaves play, remove the returned creature 
from the game. US 


Soeeeant Bheye 32° 


ii tein dese bia ra «ves ba 
EX on Discordant Dirge. @, Sacrifice Discordant Dirge: Look at 
target opponent's hand and choose up to X cards trom it, 


Buyback 3. a 
to your hand. 


re ‘ea 
Search your library and graveyard for any five cards of your 


choice and remove the rest from the game. Put the chosen 
Cards on top of your library in any order you choose. You lese 


half your life, rounded up. WL SE 
Dread of Night t 
White creatures get -1/-1 TE,SE 
Te Dregs of Sorrow x4@ 
Destroy X target nonblack creatures. Draw X cards. TE 
Drudge Skeletons 1@ 
Creature — Skeleton wi 
®: Regenerate Drudge Skeletons. 1E-6E 
Dry Spell 1@ 
Sorcery 
Ory Spell deals 1 damage to each creature and each player. 
HL6E,P1 
Dungeon Shade 3@ 
Creature — Spirit Ww 
Flying. @: Dungeon Shade gets +1/+1 until end of turn. SH 
Duress ? 
Sorcery 
Look at target opponent's hand and choose a noncreature, non- 
land card trom it. That player discards that card. US 
Eastern Paladin 2002 
Creature — Knight 43 
@®, S: Destroy target green creature. US 
Endless Scream x@ 
Enchant Creature 


Scream counters on Endless Scream. TE 
Enfeeblement 2? 
Enchant Creature 

Enchanted creature gets -2/-2. MR.TE6E 
Engineered Plague 20 
As Engineered Plague comes into play, rege 
Ail creatures of the chosen type get -1/-1. 

Entropic Specter ei 
Creature — Spirit * ig 
Flying. As Entropic Specter comes into play, choose an oppo- 

ent. Entropic Specter’s power and toughness are each equal 

to the number of cards in chesen player's hand. Whenever 


Entropic Specter deals damages to a player, ees 
cards a card from his or her hand. 


Evil Eye of 

Ege of Bune-ty-Gore 
Evil Eye of Orms-by-Gore can't be blocked except by Walls. 
cae Pe Bovey fan, metas ca 


LE,SE—SE 
reontte Justice 20° 


Se 
v6 


Cycling 2. Destroy target nonartitact, nonblack creature, It 
Can't be regenerated. US 


5/5 discard a creature card from your hand. 


When Hidden Horror comes into play, sacrifice it unless you 
WL,SE,P2 
4@ 
43 
a 
Rend umn Beyond 


9 1A,1E-6E 
Ill-Gotten Gains 200 


Sorcery 
Remove Ili-Gotten Gains trom the game. Each player discards 


x@ 


Extinction 4 @ _ his or her hand, then returns up to three cards from his or her 
Sorcery raveyard to his or her hand. US 
Destroy all creatures of the type of your choice. TE Imps’ Taunt 1@ 
Fallen Angel 3@@ Instant ‘ 
Creature — Angel 3/3 Buyback . Tarpet creature attacks this turn if able, TE 
ee meats Infernal Contract ttt 
Fatal Blow © Draw four cards. You lose half your life, rounded up. MA,SE 
Instant Keeper of the Dead 2? 
Destroy target creature that was dealt damage this turn. It Creature — Wizard 12 
Can't be regenerated. ©, ©: Destroy target nondlack creature. Play this ability only 
Fear @@ it that creature's controller has at least two fewer creature 
Enchant Creature cards in his or her graveyard than you have in yours, EX 
Enchanted creature can't be blocked except by artifact crea-  Kezzerdrix 200° 
tures and black creatures. JA1E-GE Creature — Beast 4/4 
Feast of the Unicorn 3 @ First strike. At the beginning of your upkeep, if your opponents 
Enchant Creature Control no creatures, Kezzerdrix deals 4 damage to you. TE 
Enchanted creature gets +4/-+0. HLSE Kjeldoran Dead ° 
Feral Shadow 2@ Creature - Skeleton a 
Creature — Night Stalker 2/1 When Kjeldoran Dead comes into play, sacrifice a creature. 
Frying. MR.GE,P1 @: Regenerate Kjeldoran Dead. 1A.5E-6E 
Fevered Convulsions @@ Knight of Dusk 1e@ 
Enchantment Creature — Knight 
2@@: Put a -1/-1 counter on target creature. TE &@: Destroy target creature blocking Knight of Dusk. TE 
Flesh Reaver 1@ Lab Rats 2 
Creature — Horror 4/4 Sorcery 
Whenever Flesh Reaver deals damage to a creature or oppo- Buyback 4. Put a 1/1 black Rat creature token into play. SH 
nent, Flesh Reaver deals that much damage to you. US Leeching Licid 1? 
Fog of Gnats @e@ Creature - Licid i" 
Creature — Insect 1/1 @, ©: Leeching Licid loses this ability and becomes an 
Flying. @: Regenerate Fog of Gnats. UL enchant creature that reads “AI the bepinning of the upkeep of 
Crypt 3 @q chanted creature's controller, Leeching Licid deals 1 damage 
Enchantment to that player” Enchant target creature with Leeching Licid. You 
Whenever you would draw a card return target card from your  ™2Y Pay @ to end this effect. TE 
graveyard to your hand instead. If you can't, you lose the Leshrac’s Rite + 
game. Whenever a card would be put into your graveyard, Creature 
femove that card from the game instead. MASE Enchanted creature gains swampwalk. 1A,SE-6E 
Foul Imp @@ Living Death 39° 


Creature — imp 22 
Flying. When Foul Imp comes into play, you lose 2 life. SH 
3ee 


Set aside all creature cards in all graveyards. Then put each 
Creature that's in play into its owner's graveyard. Then put 


Sorcery each creature card set aside this way into play under its 
Target player discards three cards from his or ber hand. EX owner's control Tt 
Giant Cockroach 3@ Looming Shade 2° 
Custen = leeeat ay. Creature — Shade "1 
UL rh od ct rates US 
1e@ 
Grave Pact 0000 an - thin bd 
Whenever a creature you control is put into a graveyard from  Swampwalk. LEAE-6E 
play, each other player sacrifices a creature. se Lurking Evil eee 
Gravebane Zombie 3.@ Enchantment 
Creature — Zombie 3/2 Pay halt your life, rounded up: Lurking Evil becomes a 4/4 
When Gravebane Zombie would be put into a graveyard from Horror creature with fying US 
play, put Gravebane Zombie on top of its owner's library Lurking Skirge 1® 
ma pres When a creature is put into an opponent's graveyard, if Lurking 
aay ol 4 Se 8 etme ti Se ne 22 
When Gravedigger comes into play, you may return target crea- “Teature with fying. 
ture card from your graveyard to your hand. TESE?! —e 28 
= 3 © Fying. @: Non Wal creatures tarpet opponent cons aac 
@, Pay 2 life: Draw a card, LE AE pe ‘his tum if able. At end of turn, destroy each of those crea- 
Grollub m4 tes Ht snk. Pay ay tg 
oa Jy "ett tu an on ber combat 
Whenever Grollob is dealt camage, each opponent gains tha sama Lona 20 
much life Ex Creature ~ WW 
Hatred 3 qq (08 Ay choose not ountap Mana Lech during your untap 
be step. &: Tap tarpet land, It doesn't untap during its con- 


troller's untap step as long as Mana Leech remains tapped. US 


Marsh Lurker 3@ 
Creature — Beast 32 
Sacrifice a swamp: Marsh Lurker can’t be blocked this turn 

except by artifact creatures and black creatures. TE 
ax meal 2@ 


Dee pea Mp? 


Death Stroke © sscey Heche | nape et cee ie. ULSE—SE Wenn m 
Buyback 3. Evincar’s Justice deals 2 damage to each crea- Hidden Horror 1%@ 
Destroy target tapped creature. SH re and each player TE Creature — Horror a4 a ee 8 
: 
1E-Alpha/Beta 4E-Fourth Edition P1—Portal AN-Arabian Nights DK-The Dark 
, 2E-Unlimited 5E-Fifth Edition P2-Portal: Second Age AQ—Antiquities FE-Fallen Empires 
6E-Classic CH-Chronicles LE-Legends \A-Ice Age 


poner wophery apcip vre troller, Parasitic Bond deals 2 damage to that player. US Priest of Gix 
way, put two +1/41 counters on Mind Maggots, EX Pen se eeeaen ve ta 2/1 Caste ~ Knight we 
Mind Peel comes into play it you played it from your First strike, «1» @: Regenerate Sanguine Guard. US 
om © Destroy all green creatures. They can't be regenerated. TE,GE hand, add @@@ to your mana pool, US Sarcomancy ° 
ee Target player discards a card from his or Sarpgry “ae Hs "en — — 
Min Wo SH Choose a color, then look at target player's hand. That player VILGE,P1 creature token into play. At the beinning of your upkeep, i 
%3@  tiscards all cards of the chasen color trom his or her hand.US Rabid Rats Pq there are no Zombies in play, Sarcomancy deals 1 damage 
Pestilence 2@@ Creature - hat 1 to you. TE 
ot pn a a tat Enchantment ©: Target blocking creature gets -1/-1 until end of wn. SH Scare Tactics 2 
discards them. At end of turn, if there are no creatures in pay, sacrifice §=» Rag Man 2@@ [stant 
es eee pre alleen nem ge eo Creature - Rag Man 2/1 Creatures you control get +1/+0 until end of turn. EX 
Creatare cake bie imiabinaniites a US,1E-SE.SE @@@, ©: Look at target opponent's hand. That player  Scathe 2° 
pry sper pies seid Pestilence 2 @@ discards a creature card at random from it Pay this ability Creature — Zombie 2 
sae scars carom his ar hand Pay ths abity naan cage eg weet IEE 
only it you could pay a sorcry. SH fain tee Gain of Fath ® Screeching Harpy 20° 
Mindwhip Sliver 2@ and each ple abies oe 2 
hip ° : us Seely nt pel ul “an ind Flying. 1 @: Regenerate Screeching Harpy TE 
Ai Sliver have * 2, Sacrifice this creature: Taret player dis ae ee panes US Sengir Autocrat 3@ 
cards a card at random from his or her hand. Pay this ability 4). Saeificn a creature: Put a-+1/+1 counter eck! ——— tae ~ 
a on ean ie a eee TE Groudings oa a TEPI ap aheenpteteplan dole ern 
’ play, 
Minion of the Wastes sone Rinse Dead @ _"emove all Serf tokens from play. HL,5E-6E 
Trample. As Minion of the Wastes comes into Serpent Warrior 2@ 
cuando th inte d fa toe pene acto Return tarpet creature cart rom your graveyard to your hand. Creature Soldier 3 
are each equal to the lite paid this way. TE 1E-6E,P1 When Serpent Warrior comes into play, you lose 3 life. 
Mischievous Poltergeist 20 HP 
Creature — Ghost Ww Servant of Volrath 22 
Fiying. Pay 1 life: Regenerate Mischievous Creature ~ Minion FYE] 
WL,6E When Servant of Volrath leaves play, sacrifice a creature. TE 
Morgue Thrull 20 Sick and Tired 2@ 
Creature - i] Instant 
Se a De yo to O} Two target creatures each get -1/-1 until end of tum, = UL 
into your graveyard. andl ? 
fee 0° Cycling 2. Enchanted creature gets 1/1, Us 
Whenever a creature is put into your graveyard trom play, put Skeleton 2@ 
that creature on top of your library. SH Creature — Skeleton ii} 
Nausea 1@ Skeleton Scavengers comes into play with one +1/+1 count- 
Sarcery er on it Pay @ for each +1/+1 counter on Skeleton 
A creatures get -1/-1 unt end of turn. EX Scavenger: The sax tine Skeleton Scorengers woul be 
Necrologia 266 estroyed this turn, regenerate it and put a +1/+1 counter 
bose on it instead. SH 
Py ez gy ed ase nd opal oe 
additional cast to play Necrologia, of life, Draw Greater — 
Prerictn temp pe ybae = Phyrexian Debaser 2° fk ad Fe 20° > honenhlaadamberdameacdiede 
Ho opm Create - US 
Necrosavant aie Frying, &, Sacrifice Pryrexian Gebaver: Taryet creature gets When Rah and Fike comes inte play, ah preen creatures yet ‘Skittering Skirge rt 
3@@, Sacrice a create: Return Necresarant rm your 2/2 Ul en of tr. 5 Sata — ip wv 
waaay Pay is bit ny aig your whee. Phyrexian Defiler 200 ae ie 00 Wi ay cn el tin 
vise "eatre = an 
© Sacrifice Poyrexian Defer: Tapet creature gets -3/-3  @: Destroy tarpet arta, creature, or land you convol. TE Skyshroud Yampire 3@ 
Nightmare 52 ui en oun ul Raveneus Skiye 2@ Creature — Vampire " 
Creature — Nightmare Phyrexian Denouncer 1@ 1/1 Flying. Discard a creature card from your hand: Skyshrowd 
FMM as tt Create — Carter 1/1 Fig. Whenever Ravenous Shire attacks it gets +2/+0 unl Vampire ges +2/+2 util endo tum re 
No 2e@q@ ©, Milice Porexian Denounce: Target creature gets -1/-1_ end of turn US Slaughter 20° 
Mercy until end of turn, UL Razortooth Rats 2@ instant 
ia Phyrexian Ghoul 2@ Creature — Rat un Ratch-f 4. Deshy tet nck cute. ca 
imum a Crate - Zonbia 272 Razortoth Rats ca be blocked excep by atte creatures be regenerated EX 
Soc cus: tan Gon ps +2/+2 led of and black creatures. WLSE Sleeper Agent ? 
Sacrifice Wo Rest forthe Wicked: Return to your hand all cea- US Reanimate @ Grater ~ Minion 3 
as inl Yo mp Sec al Plaguelord 3@@ Sorey When Sleeper Agent comes into play, taret opponent gains 
ting of the tare. Creature — Carrier 4/4 Put target creature card trom a graveyard into play under } llama ess 
Oath of Ghouls ae ©, Sacrifice Phyrexian Plaguelord: Target creature gets -4/-4 your control. You lose life equal to it's converted mana cost. deals 2 damage to you. 
until end of turn. Sacrifice a creature: Taret creature gets TE Sleeper's Guile = 
—— seg of cm pep’ lt ls 1/-1 until end of turn, UL Reckless Spite L@® Enchant Creature 
creature cards in that player's graveyard than in an opponent's Phyrexian Reclamation @ Instant Enchanted creature can't be blocked except by artifact crea- 
Graveyard, the player may return target creature cart from his Destroy two tarpet nonblack creatures. You lose 5 life. TE tures and black creatures. When Sleeper’s Guile is put into 
or her graveyard to his or her hand Ex 2 @, Pay 2 life: Return tarpet creature card trom your grave- Reclusive Wight 3@ © eee SR Set es A oe 
0 eq tt you hand. UL Creature — Minion 44 UL 
cnet Pit Imp © i the beginning of your upkeep, if you control another noniand Souldrnker 3@ 
Whenever a player plays a spell, that player discards a card onthe pommanedt, ceases Ractsie Wipt US Gotan ~ Spr we 
from his or her hand. us Flying. @: Pit imp gets +1/+0 until end of turn. No more Recurring Nightmare 2@ Pay 3 life: Put a +1/+1 counter on Souldrinker. TE 
Order of Yawgmoth cog TOO Nhe am TE Enchantment Spike Cannibal lee 
Creature — Knight 2 Pit Spawn 4@@q@ Sacrifice 2 creature, Return Recurring Nightmare to its owner's Creature 0” 
Order of Yawpmoth can’ be blocked except by aritactcrea- ature ~ Beast 6/4 hand: Return target creature card from your graveyard to play. Spike Cannibal comes into play with one +1/4+1 counter on it 
tures and black creatures. Whenever Order of Yawgmoth deais First strike. At the bepinning of your upkeep, sacrifice Pit Play this ability only if you could play a sorcery. See Banned When Spike Cannibal comes into play, move all +1/+1 coun- 
faa ay at ape scat cat fom Bs Spawn unless you pay @4®. Whenever Pit Spawn deals dam- & Restricted p. 111 EX ters from all creatures onto it EX 
js 998 1 a creature, remove that creature from the game. EX Rleprocess 2@@ Spinal Graft 1® 
cates @ Plague Beetle @ Sorcery Enchant Creature 
Seu Creature — insect 1/1 Sacrifice any number of artifacts, creatures, and/or lands and Enchanted creature gets +3/+3. When enchanted creature 
Look at tarpet opponent's hand and choose a creature card -«Swampwalk. UL draw a card for each permanent sacrificed this way. US becomes the target of a spell or ability, destroy enchanted 
from it. That player discards that card. UL pis gas ee 1@ ee 4@ ort lel ean Te 
Painful Memories 11 Creature ~ *”* Spined 2@ 
Sorcery i 5 By ei cm otc pore yesparlp anette | retard ait 
Look at tarpet opponent's hand and choose a card trom it Put "2d es EX : yeu papa. comes into play, sacrifice a creature, 4: 
that card on top of that player's library. : mn,se Planar Void @ Sadistic Glee @ Regenerate Spined Fluke. US 
Parasitic Bond 3 @  !nchantment Enchant Creature Strands of Night 222 
Enchant Creature Whenever a card is put into a graveyard, remove that card from Whenever a creature is put into a graveyard trom play, put a Enchantment 
lite ing of te ephaey o creature's con- ‘2 Game. Us +1/+1 counter on enchanted TE @@, Pay 2 lite, Sacrifice a swamp: Return target creature 
bovianing enchanted card from your graveyard to pay. WL SE 
HL-Homelands Vi-Visions SH-Stronghold UL-Urza’s Legacy Black-Common 
AL-Alliances WL-Weatherlight EX-Exodus Sitver—Uncammen 


MR-Mirage 


Gold—Rare 


< 
- 
= 


TACLE PLAYER’S GUIDE 


Stromgald Cabal 1@® on Vile Requiem. 1 @, Sacrifice Vile Requiem: Destroy up to 

Creature — Knight 2/2 X target nonblack creatures, where X is the number of verse 

©, Pay | life: Counter target white spell. {A,5E-GE counters on Vile Requiem. They can't be regenerated, US 

Stronghold Assassin 1@@ Volrath’s Dungeon 2@@ 

Creature — Assassin 2/1 Enchantment 

, Sacrifice a creature: Destroy target nonblack creature. SH a tartebennt 

Strong! Taskmaster or her turn, a your 

verte ht te hand: Target player puts a card from his or her hand on top of 

All other black creatures get -1/-1. Si his or her library. Play this ability only if you could play a sor- 

Stupor 2@ Mm. EX 

Sorcery oe “Bown 
opponent discards a card at random from his or her ‘Creature ~ } 

sender duhseien th eterten * MSE Whenever Wall of Souls is dealt combat damage, it deals that 

Subversion seq MA ene ben quae on 

Enchantment Western Paladin ace 

Al the beginning of your upkeep, each opponent loses 1 life. Creature ~ y 

You gain life equal to the lite last this way. UL &&, &: Destroy target white creature. US 

Swat 1e@@ Witch Engine 5@ 

soa team €: idl ©0008 pt ant 
2. creature with power 2 or less. UL your mana 

oda emg er 2¢ Opponent gains control of Witch Engine. 

Sorcery + ai 2° 
Soul deals 2 each other player. You gain life 

Seimaeenilnae coe ate ear op nh le 

Tainted Ather ecco BARRIS 

Enchantment 20 


Whenever a creature comes into play, its controller sacrifices a 
creature or land, US 


Lowel 1@ 
Dt pt ei nd cua 

1E-6E 
Tethered Skirpe 2° 
Creature — Imp 22 


Thrull Surgeon 1® 
Creature — Thrull TT 
1 @, Sacrifice Thrull Surgeon: Look at target player's hand 


and choose a card trom it. That player discards that card. Play 
this ability only if you could play a sorcery. EX 


Torment 1@ 

Enchant Creature 

Enchanted creature gets -3/-0. SH 

Tortured Existence ? 

Enchantment 

®. Discard a creature card from your hand: Return target 

creature card from your graveyard to your hand. SH 

Treacherous Link 1@ 

Enchant Creature 

oy eae ne aa creme 4 

to its controller instead. 

Unearth “ 

Sorcery 

Cycling 2. Return tarpet creature card with converted mana 

Cost 3 or less from your graveyard to play. UL 

Unnerve 3@ 

Sorcery 

Each opponent discards two cards trom his or her hand. US 

Unworthy Dead 1@ 

Creature — Skeleton Ww 

@: Regenerate Unworthy Dead. US 

Vampire Hounds 2@ 
= Hound 22 


Discard a creature card from your hand: ena 
+2/+2 until end of turn, 


Vampiric Embrace 
Enchant Creature 


Enchanted creature gets +2/+2 and has flying. Whenever a 
Creature dealt damage by enchanted creature this turn is 
put into a graveyard, put a +1/+1 counter on enchanted 
creature. 


2e@ 


US 


Vampiric Tutor ® 
Instant 

Search your library for a card, then shuffle your library and put 
that card on top of it. You lose 2 lite. VISE 
Vebulid ® 
Creature — Horror wo 


Vebulid comes into play with a +1/+1 counter on it. At the 
beginning of your upkeep, you may put a +1/+1 counter on 
Vebulid. When Vebulid attacks or blocks, destroy it at end of 
combat. US 
Victimize 
Sorcery 

As an additional cost to play Victmize, sacrifice a creature. Put 
two chosen creature cards from your graveyard into play 
lapped. 

Vile Requiem 
Enchantment 

At the beginning of your upkeep, you may put a verse counter 


2° 


US 
20° 


Yawgmoth's Will 
Sorcery 


Until end of turn, you may play cards in your graveyard as 
though they were in your hand. Whenever a card is put into 
your graveyard this turn, remove that card from the game. US 
Zonta Saves 1e@ 
Creature — Lord 28 
All Zombies gain “4: Regenerate this creature” and swamp- 
walk, 1E-6E 


| BLUE | 


When Abduction comes into play, untap enchanted creature. 
You control enchanted creature. When enchanted creature is 


put into a graveyard, return that creature to play under its 

Owner's control, WL,SE 
Academy Researchers lee 
Creature — Wizard 22 


When Academy Researchers comes into play, you may put an 
enchant creature card from your hand into play enchanting 
Academy Researchers. 
= 


Seis canted wt sf ier Na Gent on 
cards from your hand. Return X target creatures to their own- 


US 
xe 


Sorcery 

Look at the top seven cards of your library and put two of them 
into your hand. Put the rest into your graveyard. © MA,GE,P1 
Annul 


EX  Anthroplasm comes into play with two +1/+1 counters on it 
%&, ©; Remove all +1/+1 counters trom Anthroplasm and 
put X +1/+1 counters on it UL 
Arcane Laboratory 26 
Enchantment 


Each player can't play more than one spell each tum. = US 
Archivist 


00 tan Ma 


Barrin, Master Wizard 
Creature 


— Legend 
2., Sacrifice a permanent: Return target creature to its 
owner's hand. 
Benthic Behemoth 
Creature — Serpent 
Islandwalk. 
Boomerang 
Instant 


Return target permanent to its owner's hand. LE,MR,CH,SE-6E 


pounding Booties 26 
22 


be mi a 
Controls an artifact. 


oe 


2 © ©: Look at the top five cards of your library and put 
one of them into your hand. Remove the rest trom the game. 
AL, BE 


Instant 
Buyback 3. Return target permanent to its owner's hand. TE 
2e 


Instant 
S Draw two cars, then discard a card from your hand. 
Chill 


Creature ~ Faerie " 
Cycling 2. Flying, When Cloud of Faeries comes into play, if 

you played it from your hand, untap up to two lands. = UL 
Do Sit * 


— Spirit 
Fee edgy eyes wb ip SAP! 
Confiscate aee 


uS 
le 


oy spies yp me laa 4 
to their owners’ hands at end of combat. 


1A,TE, | £—46,5E-6E 
lé 


Enchanted creature gets +3/+3. When enchanted creature 
attacks or blocks, sacrifice Cunning at end of turn. EX 
Curfew ‘ 
Instant 

Each player returns a creature he or she controls to its 
Owner's hand. 


Curiosity 

Enchant Creature 

> pom ane <param ong 4 
you may draw a card, 


1" 
©, Sacrifice Daring Apprentice: Counter target spell. MA,GE 
Deflection 36 


Instant 
Target spell with a single target targets another target instead. 


1A,5E-6E 
Delusions of Mediocrity 36 
Enchantment 


206 
Creature — Wizard 1/1 When Delusions of Mediocrity comes into play, you gain 10 ite 
©: Draw a card. UL When Delusions of Mediocrity leaves play, you lose 10 lite, UL 
Armer Sliver 2* Desertion 346 
Creature — Sliver 22 Instant 
npg bal plo gat tha dick Counter target spel. its an artifact or creature card, put it 
a ee on 
Attunement 26 VISE 
Return Attunement to its owner's hand: tr toe ea tn Dminstng ets or 
discard four carts trom your hand. B beh pir ses thw trend ed pony t' 
Aura Flux w. her library. You remove the top ten cards of your library from 
Enchantment the game. Then each player draws up to seven cards. AL,GE 
All other enchantments have “At the beginning of your upkeep, Dismiss 266 
sacrifice this enchantment unless you pay 2” UL instant 
Back to Basics 2 © Counter target spell. Draw a card. TE 
Enchantment Disruptive Student 2 
Nonbasic lands don't untap during their controllers’ untap ———Greature — Wizard ° 
son. US &: Counter target spell unless its controller pays I. US 
1E-Alpha/Beta 4E-Fourth Edition P1-Portal 
2E-Unlimited 5E-Fifth Edition P2—Portal: Second Age 
3E-Revised 6E-Classic CH-Chronicles 


1g bay © 0 end this effec. 


Dominating Licid lee 
Creature — Licid i" 


1@ ©, ©: Dominating Licid loses this ability and becomes 


5 an enchant creature that reads “You control enchanted crea- 


ture” Enka taget ecto ith Gemtenteg Lied tea ay 
Douse 26 
Enchantment 

1 ©; Counter target red spell. 
Dream Cache 


Sorcery 
Draw three cards, then put two cards from your hand both on 
top of your library or both on the bottom of your library. 
MR,TEGE 
Dream Halls 346 
Enchantment 
Instead of paying the mana cast for a nonartitact spell, its con- 
troller may discard a card that shares a color with that spell, 
(if the spell has & Si a 8 EAA one 
Restricted p. 111 
Dream Prowler 
Creature — Illusion 5 
Oream Prowler is unblockable as long as it's attacking alone. SH 
step pg 4ee 
45 


my 2. Ph fe te. 
Drifting Djinn unless you pay 1 @. 


US 
2¢ 


Duplicity 346 
Enchantment 

When Duplicity comes into play, remove from the game the top 
five cards of your library. At the beginning of your upkeep, you 
May exchange all the cards in your hand for the cards removed 
from game by Duplicity. At the end of your turn, discard a card 
from your hand. When you lose control of Duplicity, put all 
Cards removed trom the game with Duplicity into their owner's 
Oraveyards. TE 
Eneeinnent Miacaton e 


> ater LORE 
one land to another. (The new target must be legal) LE,CH,US 


Energy Field 16 
Enchantment 


Prevent all damage that would be dealt to you from sources 
you don’t control, When a card is put into your graveyard, sac- 
tifice Energy Field. US 


iH Ephemeron 
Creature — Illusion 
Flying. Discard a card from your hand: nines: 
owner's hand. 
Equilibrium 
Enchantment 
Whenever you play a creature spell, you may pay 1 yl 


xe 


X can't be 0. If target spell would resolve, put X delay counters 
On it and remove it from the game instead. At the beginning of 
the upkeep of the removed spell's controller, remove a delay 

Se PRS Cis eee 
it resolves. 

hes 
Creature ~ Shapeshifter w4 
As long as an opponent controls a creature with flying, other 

than an Escaped Shapeshifter, Escaped Shapeshifter has flying. 
The same is true for first strike, trample, and protection from 
any color. TE 
Evacuation 346 
Instant 

Return all creatures to their owners’ hands, 
Exhaustion 

Sorcery 

Creatures and lands target opponent controls don't untap dur- 
ing his or her next untap step. US,P1-P2 
Fade Away 26 


Sorcery 
For each creature, that creature's controller pays 1 or sacri- 
fices a permanent. EX 


Fighting Drake 
Creature — Drake 


Frying. 
Flash 
Instant 
Put a creature card from your hand into play. You may pay its 
mana cost reduced by up to 2. If you don't, sacrifice it. 


SH 
2e¢ 


206 
24 
TE 


Creature — Illusion 
Flying. 1 @; Return Fleeting Image to its owner's hand. UL 


AN-Arabian Nights DK-The Dark 
AQ-Antiquities FE-Fallen Empires 
LE-Legends Ih-Ice Age 


Flight & Counter target actived ability of a permanent that's not a mana 
Enchant Creature ability. Draw a cart. 
Enchanted creature gains flying. 1E-6E Intervene ‘ 
Fog Bank 1b @ Instant 
Creature ~ Wall 02 Gort pet ate 2 cat UL 
on as gnnataaaneamhipainse we > Intruder Alarm 26 
dealt by Fog Bank fadanuen 
Fog Elemental aad Creatures don't untap during their controllers’ untap steps. 
Creature - Elemental 4/4 Whenever 2 creature comes into play, untap all creatures. SH 
Flying. When Fog Elemental attacks or blocks, sacrifice it at Intuition 2¢ 
end of combat. WL,GE instant 
Forbid 1 © @ Search your library tor any three cards and reveal them. An 
Opponent chooses one. Put that card into your hand and the 
Buyback—Discard two cards. Counter target spell. EX rest into your graveyard. Then shuttle your library. Te 
Forget @«@ Juxtapose 3e¢ 
Sorcery Sorcery 
Target player chooses and discards two cards trom his or her You and tarpet player exchange control of the creature you 
hand, then draws as many cards as he or she discarded this each control with the highest converted mana cost. Then 
wy. HL,SE-GE exchange control of artifacts the same way. (1/ two or more 
Frantic Search 2 @  Permanents 2 player controls are tied for highest cast, that 
Instant Fy tan player chooses one.) LE,CH,5SE-6E 


7 ee 
up to three lands. 


Keener of the Mind 
Keeper of the Mind 


Creature - Wizard 
©, : Draw a card, Play this ability only if an opponent has 


Rare Ah tes at least two mare carts in hand than you have in yous. EX 

can't be blocked by blue creatures. @ : Killer Whale 366 
Seiten bees trenenetes TE Creature — Whale 35 
jaseous Fort 2 @ © Killer Whale ain fying wnt end of tun EX 
Enchant Creature King ur ab 4ee 
Prevent all combat damage that would be dealt to and dealt by Creature — Crab 45 
enchanted creature. LETE4E-GE  @, ©: Put target green creature on top of its owner's 
Giant Crab ae libray. uL 
Creature — Crab 33 «Launch 16 
©: Giant Crab can’t be the target of spelis or abilities this Enchant Creature 


tun. 


TE Enchanted creature has flying. When Launch is put into a 


(raveyard trom play, return Launch to its owner's hand. US 


Gilded Drake ve ' 

Creature — Drake 33 «(Leap ‘ 
Flying. When Gilded Drake comes into play, exchange control of Instant 

Gilded Drake for tarpet creature an opponent controls. if you 


can’, sacntice Gilded Drake. US 
Glacial Wall 2¢ 
Creature — Wall ow 

1A,5E-6E 
Gliding Licic 26 
Creature — Licid 22 


©, ©: Gliding Licid loses this ability and becomes an 
enchant creature that reads “Enchanted creature has flying” 
<r e laammtarige ou 


Target creature gains hing until end of turn. Draw a card. SH 


cy's Allure sé 


AM the beginning of your upkeep, you may put a treasure count: 
er on Legacy’s Allure. Sacrifice Legacy’s Allure: Gain control of 
target creature with power no greater than the number of 
treasure counters on Legacy's Allure. 
Legerdemain 


TE 
2e6 


Sorcery 
Exchange control of target artitact or creature for control of 


SH another target permanent of the same type. TE 
Guest Whe Vhale 566 Levitation 206 
Sone Whale 5/5 Enchantment 
When Great Whale comes into play, if you played it from your Creatures you control have flying. UL 
hand, umtap up to seven lands. US Library of Lat-Nam 46 
Hammerhead Shark De Sorery 
Creature - Fish 2/3 Target opponent chooses one—You draw three cards at the 
Hammerhead Shark can't attack unless defending player con- beginning of the next turn’s upkeep; or you search your library 
trols an istand. SH for a card, put that card into your hand, and then shutfle your 
Harmattan Efreet 266 lina. ALE 
— Etreet 22 Lilting Refrair le 
Flying. 1) @ ©: Target creature gains flying until end of turn, Enchantment 
MA,SE At the beginning of your upkeep, you may put a verse counter 
Hermetic Stud 1 @ Mi Lilting Retrain, Sacrifice Liting Refrain: Counter tarpet spell 
Enchant Creature unless its controller pays &, where X is the number of verse 
ta css: Ti st ad | og prc ag aa fae 
target creature or player” us Lingering Mirage ) 
Hesitation p @  Fackant Land 
Fachantnest Cyeiing 2. Sate bs bt us 
When a spell is played, sacrifice Hestitation to counter that Lord of sé 
spell, SH Creature - 22 
Hibernation 2 @ Mi Mertolk pet +1/+1 and gain islandwalk. 1E-6E 
Instant Mana Breach 26 
Return all permanents to their owners’ hands. US 
ooenad te . 26 pg ena anal el ganda dll * 
Mana Leak Pe ‘ 


le 

44 
At the beginning of your upkeep, if you have a card in hand, 
feturn Imaginary Pet to its owner's hand. US 
Insight 26 
Enchantment 
Whenever an opponent plays 2 green spell, you draw a cart TE,6E 
Ins — on 36 
a “at VI6E 
Interdict le 
Instant 


Instant 
Counter target spell unless its controller pays 3. 


Mana Severence le 
Sorcery 

Search your library for any number of land cards and remove 
them from the game. Then shuffle your library. TE 
Mana Short 26 
Instant 

Tap all lands target player controls and empty his or her mana 
pool. 1E-4E,6E 
Aanta Riders ‘ 
Creature — Mert Ww 
+: Masta fides guns fying en ond of tre TE 
Mask of the Mim Cc s 
Instant 


As an additional cost to play Mask of the Mimic, sacrifice a 


SH-Stronghold 
EX-Exodus 


UL-Urza's Legacy 


TE tnd pot ket play Then shee your rary. 


poets tah haan pgp 


Mawcor aan 
Creature - Beast 

oo yen seeing mmepy re 
Medit tate ph 
Instant 

Oraw four cards. You skip your next turn, TE 


Oath of Scholars ee 
caueet 

M the beginning of each player's upkeep, if that player has 
3/3 fewer cards in hand than an opponent, the player may discard 
his or her hand and draw three carts. EX 
— aee 
Sonsniistaibdirteas UL 
Palinchron 546 
Creature - Illusion 45 


Flying. When Palinchron comes into play, if you played it trom 

your hand, untap up to seven lands. 2 @ @: Return 

} ested a en UL 
e 36 


Uc) 
US 
be 


Enchanted creature has “At the beginning of your upkeep, 
corey analog US 
Pereg rake 4e 
Caen - aes Tk) 
Flying. When Peregrine Drake comes into play, if you 

ert teesirl melo dadaalaan us 
Phantasma ee 
Enchant Land 

Enchanted land is a basic land type of your choice, 

1E-6E 


Phantom War lee 
Creature - sion 2 
aon vhuhesarpe WL,SE,P1 

ph i | 


toca 
Destroy target creature. It can't be regenerated. Its con- 
troller reveals cards from the top of his or her library 
Until a creature card is revealed. The player puts that 
card into play and shuffles all other revealed cards into 
his or her library. MASE 
Power Sink xe 
Instant 
Counter tarpet spell unless its controller pays X. It 
he or she doesn't tap all lands with mana abilities 
that player controls and empty his or her mana pool. 
TA.MR,TE,US,1E-4E,SE-GE 
le 


Cycling 2. Ai the beginning of the upkeep of enchanted 
enchantment’ controller, that player pays 2 or loses 2 


pat raph anie-fegeher xray 2 lor 
ft FARE eE Seale on SRA 
y xe 


Memory Lapse @6 

Counter target spell. Put it on top of its owner's library instead p, 

india HLLMRSE-GE 
olk Looter 16 

ae — Mertolk Ww 

©: Beas 1 cart, fn certo cord om your hand EX 

Mert folk oF the t . 

Creature - “Merl Ww 

1E-6E,P1 

Mind Games ’ 

tat @0. Bo Saad ies quate, or hd SH 

Mind Over Ma 2eeee 

Enchantment 

Discard a card from your hand: Tap or untap tarpet artifact, 

Creature, or land. Ex 

Mirozel oe 

Creature — Ilusion 

Fa a i am go 

ose ial scones ban, 

N lat : 


an 2.UL 
26 


22 
Mi Sivers have “2, Sacrifice this creature: Draw a card.” TE 
Mor, phi ling See 


your library, then put the card on top of it. 
MA,5E 


Psychic Ve 16 

Enchant Land 

Whenever enchanted land is tapped, Psychic Venom deals 2 

X damage to that land's controler, 1E-6E 
anSack 3¢ 

Sorcery 

Look at the top five cards of tarpet player's library. Put any 

umber ot them on the bottom of that library in any order and 

Seka Wp Go Hy b oy ee SH 
Raven Familiar 26 

Creature - Bind 12 


Flying; echo. When Raven Familiar comes into play, look at the 
top three cards of your library. Put one of them into your hand 
and the rest on the bottom of your library in any order, = UL 
Rebound leé 


Instant 

Target spel that tarpets a single player targets tarpet player 
instead. SH 
Rebuild 26 


Instant 
Cycling 2. Return all artifacts to their owners’ hands. UL 


en 


from the game, LE,CH,5E-6E 
Recantatior See 
Enchantment 

AM the beginning of your upkeep, you may put a verse 


Untap all creatures. You and target opponent each gain control 
of all creatures the other controls until end of turn, Those 

creatures gain haste until end of turn. SH 
Relearn bee 


Sorcery 
Return target instant or sorcery card trom your graveyard to 


your hand. WL,BE 
lemove Soul le 
Instant 
= pmaa LE,CH,SE-6E 
bee 
om 2 Return target permanent to its owner's hand. US 
266 
Cnt a ok US 
Robe S$ ry 
facant Cea 


ane e 
V ‘ 
Crate — Mari Ti 
©, Sacrifice Rootwater Diver: Return target artifact card from 
keane TE 
ater ter 
Caste alt 
©: Rootwater Hunter deals 1 damage to tarpet creature or 
player. 
iarch 266 


Create — Mert Mr 
©: Gain control of target creature for as long as it's enchant- 
ed. 


r Mystic 
Creature — Mertolk in 
La a ee EX 
shar 26 
cae Mero 
a pataeramapapacmat arte 
an instant. 


oage Uwi 16 
Creature — Bird 
Flying. When Sage Ow! comes into play, look at the top four 
cards of your library and put them back in any order you 
choose. WLGE ° 
Sandba arf ry 
Creature — Mertolk wi 
Cycling 2. US 
Sandbar Serpe 46 
Creature — Serpent v4 
Cycling 2. US 
School of Piranha 16 
Creature — Fish 43 
AI the beginning of your upkeep, sacrifice School of Piranha 
unless you pay 2 @. 

rivener ae 
Creature — Townstolk 22 
When Scrivener comes into play, you may return target instant 
card from your graveyard to your hand. EX 
Sea Monster aee 
Sea Monster can’t attack unless defending player controls an 
island. 
Second Che 26 
Enchantment 
At the beginning of your upkeep, it you have 5 life or less, 
Sacrifice Second Chance to take another turn after this one, UL 
segovian Leviathan ae 
Creature — Serpent 43 
Istandwalk. 
Shadow A r} 
Instant 


in Stern F 


ine maga 
— p 56 
= Sint 5/6 
Foe eee Shen Spirit attacks, defending player may 
draw a card. 1A,5E-6E 
sift 36 
Sorcery 
Draw three cards, then discard a card trom your hand. © SH 
Silver Wyvern See 
Creature — Drake 
Flying. @ : Target spell or ability that targets only Silver 
Wyvern targets target creature SH 
Skyshroud Condor 1é 
Creature — Bird 22 
Flying. You can't play Skyshroud Condor unless you played 
another spell this turn. TE 
w Motion 2¢ 
Enchant Creature 


“Paap ls ce cuanaala “ 
U 
Creature — Wizard 
©, Sacrifice two lands: Draw three cards, then choose and 
ae a alae ALSE 
ore 206 
pee -Iysion 22 
Flying. Whenever Somnophore deals damage to a player, tap 
target creature that player controls. That creature doesn’t untap 
during its controller's untap step as long as Somnophore 
remains in play. US 


Spell Blast 


le 
" 


xe 


Instant 
TE Counter target spell with converted mana cost equal to X. 


TE,1E-6E 
ake e 
a 


Spindrift D 


4 Fiying. At the beginning of your upkeep, sacrifice Spindrift 


Se aes ay ©. 

dire Owl Be 
Grate ~ Bird Ww 
Flying. When Spire Ow! comes into play, look at the top four 


22 whi US 
Enchantment 


ee 


eam’ tae 


Ww 
D ©, ®: Stinging Licid loses this ability and becomes an 
enchant creature that reads “Whenever enchanted creature 
becomes tapped, Stinging Licid deals 2 damage to that crea- 
ture’s controller” Enchant target creature with Stinging Licid. 
pd a a 


Storm Crow 16 
Crnatur ~ Bir 12 
Frying. ALSEP1 
Stroke of Genius x26 
Instant 
Tampet player draws X carts. US 
Sunder 346 
Return all lands to their owners’ hands. US 
pathy ‘ 
Your opponents play with their hands revealed. US 
Thalakos Deceiver ae 
Creature — Wizard Ti 
Shadow. When Thalakos Deceiver attacks and is not blocked, 
you may sacrifice it. If you do, gain control of target creature. 
ls grr ee SH 
ako amsower 26 


w" 
Shadow. You may choose not to untap Thalakos Dreamsower 
during your untap step. Whenever Thalakos Dreamsower deals 
damage to an opponent, tap target creature. That creature 
doesn’t untap during its controller's untap step as long as 
On eee eee TE 
L ters 206 


Torso 33 
Discard a card trom your hand: Thalakos Drifters gains shadow 
tuntil end of turn, Ex 


26 Veiled Serpent 26 
= Hsion 2/1 Enchantment 
Sa eto a ip debe Cycling 2. When an opponent plays a spel, if Veiled Serpent is 
2 @ Menchantment, Veiled Serpent becomes a 4/4 Serpent creature. 
chan tite. mn oe dpe US 
Shadow. Discard a card from your hand: Return Thalakes Scout 46 
to its owner's hand. 3 aaa bate 43 
Thalakes Se ee + at ap Wight Sa, UL 
Creature — Wizard WW n Soldie be 
Shadow. When Thalakos Seer leaves play, draw a cart. TE Creature - Merit 12 
Thalako ry re FE,SE-6E 
Creature — Soldier 2 th’s Curse 16 
Shadow. TE Enchant Creature 
f Drear 2 @ Fnchanted creature can't attack or block and its abilities can't 
wa ae. cot slp Os oy wl eft 6: he 
to Dé: 
ted pace ape en Vara Care ts omer’ han TE 
wind Fa ree Shapeshifter bee 
Trad by Ca Sa ess mamta 
S: Faeries deals 1 .] 
nti = aha” Shapeshifter is a copy of that card, except Volrath’'s Shapeshifter 
Tidal Sure ré retains its ables. 2: Discard a card trom your hand. = SH 
Sorcery Walk — 3¢ 
ee aie bes Waking Dream dose untap 
Creature - Mertolk 1 during your untap step if an opponent controls two or more 
©: Sas dw oto 7 — 
ben a 26 Create - in 
Pt el ea on pot ma ra TEP1-P2 Se nee ee 
| 466 wy. 
Hovey ’ i lee 
Remove Time Spiral rom the game. Each player shuts his 0: lhe a 
tatinesevec wit” Malta r 
seven untap up to six lands, Wall Of tears 
Restricted p. 111 us Creature ~ Wall 4 
Time War 3 6 @  Nhenever Wall of Tears blocks a creature return that creature 
Sorcery {0 its owner's hand at end of combat. SH 
Tarpet player takes an extra turn after this one. TE oa ove 
or ra ard ed ey. 
As an additional cost to play Tinker, sacrifice an artifact. ea raerie 26 
Search your library for an artifact card and put that card into Greate - =f ut 
su 2% Then sate your ivan. Ut. Flying, protection trom red UL 
ian Winds Whim lrat ry 
cn si wet Change the text of 
2 text of target permanent by replacing 
ses brome a Ps ail instances of one color word or basic land type with another 
Grate Spit a Seem Md 
Flying. @, Tap two untapped creatures you control; Return tar- 26 
(et permanent to its owner's hand. Te Gran 113 
reasure T 200 © sae caprp ny ted sopeape x 
Exhantmet = ti (t;w”:*é‘é;*‘C SHUTS t 
ee Bis Buyback 5. Draw a card. TE 
Instant Wind eae oan 
a bre Flying. ©: ek een pin Qe oe TE 
Twitch 26 
Instant = Creature - tala 22 
face mar range a alg Prien. TE6EPI 
36 Wind Spit 46 
Crate - Shaper 01 Creature ~ 32 
Whenever a creature comes into play, Unstable Shapeshitter Flying. Wind Spirit can't be blocked by only one creature each 
becomes a copy ofthat creature and gains this ability. (This combat 1A,5E~BE 
effect doesn't copy counters on the creature.) TE prem, 26 
Unsur 
ein g teemmarawatereres 
to the greatest a player wy 
ee naw “_ Banned & Restricted p. 111 US 
Enchantment inged Sliv be 
When an opponent plays a spell, if Veil of Birds is an Creature — Sliver Ww 
enchantment, Veil of Birds becomes a 1/1 Bird creature with ll Sliver have fying. TE 
flying. US Wizard Ment 26 
Veiled Appariti » @ Creature — Wizard 
Enchantment ©: Return Wizard Mentor and target creature you control to 
When an opponent plays a spel, if Veiled Apparition is an ‘their owner's hand, U 
enchantment, Veiled Apparition becomes a 3/3 lWlusion creature ©Zephid aee 
with flying. That creature has “At the beginning of your upkeep, Creature — Wusion 4 
sacrifice Veiled Apparition unless you pay a) 6.” US pci he dep pla eae us 
Veiled Crocod 26 $ ac 2e6e 
Enchantment facet Crt 
When a player has no cards in hand, if Veiled Crocodile is an Enchanted creature gets +2/+2 and has flying. It can’t be the 
enchantment, Veiled Crocodile becomes a 4/4 Crocodile crea- bon: dade US 
bei US 2 36 
Veiled Sentry ‘ det 5 
Enchantment Players play with their hands revealed. It a player would draw a 
‘When an opponent plays 2 spell, if Veiled Sentry is an enchant- cart, he or she reveals it instead. Then any other player may 
ment, Veiled Sentry becomes an lilusion creature with power and pay 2 life. Hf a player does, put that card into its owner's grave- 
toughness each equal to that spell’s converted mana cost US yard, If no one does, that player then draws the card. 1A,SE-GE 
a 
4€-Fourth Edition P1—Portal AN-Arabian Nights OK-The Dark 
5E-Fifth Edition P2-Portal: Second Age —AQ-Antiquities FE-Fallen Empires 
6E-Classic CH-Chronicles lA-Ice Age 


_ GOLD 


Mt Svcs hae * 2, Sacrifice this creature: This creature 


praetor SH 
iN *é 

Creature - ‘Sive 22 
Stivers can't be the target of spells or abilities. SH 
oplasm eo 
Creature — Shapeshitter i 
Flying. As Dracoplasm comes into play, sacrifice any number of 


creatures. Dracoplasm's power is equal to the total power of 
the sacrificed creatures and its toughness is equal to the total 
toughness of those creatures. @: Dracoplasm gets +1/+0 
until end of turn, TE 
atior @ 
Creature — Sliver 2 
All Stivers have “Pay 2 lite: Return this creature to its owner's 
hand.” SH 


Sorcery 

Look at target player's hand and choose a card trom it other 
than a basic land card. Search that player's graveyard, hand, 
and library for all copies of the chosen card and remove them 
from the game. That player then shuffles his or her library. TE 


nger en-¥ 1*® 
Creature — Soldier 22 
} smenas Regenerate Ranger en-Vec. TE 

vt 30@ 
Coste — mn 5 


yop abo ae alah 
oe iammek 
k | aa 


~ pl au 43 
PtP 2h eat ip ta 


pi D*é 
Greate ~ Spt 22 
Flying, First strike. TE 

a #4208 
Creature — Sliver Legend mn 
2: ae Sees es eaeeen es a P: SH 

2*2 
cnan= Sole 32 
Shadow. ©: The next time Soltari Guerrillas would combat 
damage to defending player this turn, it deals that damage to 
target creature instead. TE 
spined $ oF 
Creature — Sliver 22 
Whenever 2 Sliver becomes blocked, that Sliver gets +1/+1 
until end of turn for each creature blocking it SH 
Spontaneous | t 1ee 
Instant 
As an additional cost to play Spontaneous Combustion, sacri- 
fice a creature. Spontaneous Combustion deals 3 damage to 
each creature. TE 
Vhati #+Da 208 
Creature — Legend v3 


©: Target creature's power or toughness becomes 1 until end 
of turn, (Later effects may increase or decrease the creature's 
power or toughness) Te 
‘ e* 


Creature — Slvr n 
MSs hw * 2, Sci is ce: og ei 

§ se 
Creature — Bud m7 


©: Name 4 creature card, Reveal the top four cards of your 


brary. Put any of them that are the named card into your hand 
and the rest into your graveyard. TE 

GREEN | 
Abundance 2ee 
Enchantment 


Mf you would draw a card, you may instead choose land or non- 
land and reveal cards trom the top of your library until you 

reveal a card of the chosen kind. Put that card into your hand 
and put all other cards revealed this way on the bottom of your 


library in any order. US 
Acridian 1@ 
Creature — insect U4 
Echo. us 
Albino Troll 1@ 
Creature — Troll 33 
Echo. ) @: Regenerate Albino Troll. US 
Aluren 200 
Enchantment 


Aay player may play creature cards with converted mana cast 3 
OF less without paying their mana cast any time he or she 


could play an instant. TE 
HL-Homelands Vi-Visions 
AL-Alliances WL-Weatherlight 
MR-Mirage TE-Tempest 


Anaconda 3@ 
Creature — Snake 43 
Swampwali. US,P1 
Apes of Rath 200 


Creature — Ape 5/4 
Whenever Apes of Rath attacks, it doesn’t untap during your 


Bull Hippo 3@ 
Creature — Hippo 33 
Islandwalk. US,P1 

o 


Burgeoning 
Enchantment 


ps ny oa ei amp 


Cradle Guard 1ee@ 
Creature — Treefolk 44 
Trample; echo. US 
Crashing Boars 3a@ 
Creature — Boar 44 


Whenever Crashing Boars attacks, defending player chooses an 


ext untap step. TE trom your hand into play. untapped creature he or she controls. That creature blocks 
Argothian Elder 3@ Call of the Wild 2 @@ Crashing Boars this turn if able. EX 
Creature — Elf 2/2 Enchantment Crazed Armodon 208 
©: Untap two target lands. US 2@©@: Reveal the top card of your library. if it's a creature Creature — Elephant 43 
Argothian Enchantress 1 @ Card, put it into play. Otherwise, put it into your graveyard. — @: Crazed Armodon gets +3/-+0 and gains trample until end 
Creature — Enchantress on WL,SE of tum. Destroy Crazed Armodon at end of turn, Play this ability 
Arpothian Enchantress can't be the target of spells or abilities. Canopy Spider 1@ only once each turn. TE 
Whenever you play an enchantment spell, draw a card. US Creature — Spider 13 Creeping Mold 2008 
Argothian Swine 3 @ Canopy Spider blocks as though it had flying. TE Sorcery : 
Creature — Boar 33 Carnassid 4 @q@ Destroy target artifact, land, or enchantment. VISE 
Trample. US Creature — Beast 5/4 Crop Rotation e 
Argothian Wurm 3 @ Trample. 1 @: Regenerate Carnassid. SH Instant 
Creature — Wurm 6/6 Carpet of Flowers @ As an additional cost to play Crop Rotation, sacrifice a land. 
Trample. When Aryothian Wurm comes into play, any player Enchantment Search your library for a land card and put that land into play. 
coy oat» kop Gos, pete ee AA the beginning of your precombat main phase, you may add Then shutfle your library. UL 
of its owner's library. 'S up to X mana of any one color to your mana pool, where Xis © Crossbow Ambush e 
Avenging Druid Bre: the number of islands target opponent controls. US — Instant 
Creature — Druid 13 Sens On a en eh sl 
Whenever Avenging Druid deals damage to an opponent, you , urn SH 
may reveal cards trom your library until you reveal a land card. Crosswinds 1@ 
Enchantment 
Creatures with fying get -2/-0. US 
Darkwatch Elves 2° 
Creature — Elf 22 
Cycling 2 . Protection from black. UL 
Defense of the Heart 3@ 
Enchantment 
At the beginning of your upkeep, it an opponent controls 
three or more creatures, sacrifice Defense of the Heart to 
Search your library for up to two creature cards and put 
those creatures into play. Then shuffle your library. UL 
Dense Foliage 2@ 
Enchantment 
Creatures can't be the targets of spells. WLSE 
Deranged Hermit 3a@ 
Creature — Elf Ww 
Echo. When Deranged Hermit comes into play, put four 1/1 
green Squirrel creature tokens into play. All Squirrels get 
+1/+1. UL 
Dirtcowl Wurm 4@ 
Creature — Wurm 44 


Cartographer 2 7 
Creature — Townstolk 


Whenever an opponent plays a land, put a +1/+1 counter on 
Dirtcow! Wurm, TE 


Early Harvest lee 
Instant 


Tarpet player untaps all basic lands he or she controls. MA, SE 
Earthcraft 1@ 
Enchantment 


Tap an untapped creature you control: Untap target basic land. 
“See Banned & Restricted p. 111 TE 


Eladamri, Lord of Leaves ne 
When Cartographer comes into play, pe ti Creature — Legend 22 
card from your graveyard to your hand. X Ail Elves have forestwalk. Elves can't be the target of spelts or 
Put that card into play and put all other cards revealed this Cat Warriors mn abilities. TE 
‘ay into your graveyard. EX Creature — Cat Warrior 22 Eladamri’s Vineyard * 
Awakening 22 Forestwalk LE,CHSE-GE Enchantment 
Enchantment Cave Tiger 2 @ Ai the bepinning of each player's precombat main phase turn, 
pie lyon aang Creature — Cat 2/2 add @@ to that player's mana pool. TE 
Creatures and lands they control. H Whenever Cave Tiger becomes blocked, it gets +1/+1 until Elder Druid 38 
Bayou Dragonfly end of turn for each creature blocking it US Creature — Cleric 2 
Creature — Insect Charging Rhino S@eQ FS, S: lap oF untap target artifact, creature, or land. 
Flying; swampwalk. TE Creature — Rhino 44 1A,5E-GE 
Bequeathal © Charging Rhino can’t be blocked by more than one creature. Elven Cache 2008 
Enchant Creature TEP1 Sorcery 
When enchanted creature is put into a graveyard, you draw two Child of Gaea 3 @ eq Return tarpet card trom your graveyard to your hand. VI,6E,P1 
cards. EX Creature — Elemental mm Elven Palisade ” 
Birds of Paradise © Trample. At the beginning of your upkeep, sacrifice Child of © Enchantment 
Creature — Bird O/1 Gaea unless you pay @@. 1 @: Regenerate Child of Gaea. Sacrifice a forest: Tarpet attacking creature gets balan 
Flying. <&: Add one mana of a color of your choice to your US end of um. 
mana pool, 1E-8E Choke 2@ Elven Riders an: 
Blanchwood Armor 2@ Enchantment Creature — Elf v3 
Enchant Creature Islands don’t untap during their controllers’ untap steps. TE Elven Riders can't be blocked except by creatures with flying or 
Enchanted creature gets +X/+X, where X is the number of Citanul Centaurs 3@ Walls. LEAE-6E 
forests you control. US Creature — Centaur 6/3 Elven Rite 1@ 
Blanchwood Treefolk @@ Echo. Citanul Centaurs can't be the tarpet of spells or abilities. Sorcery 
Creature — Treetolk 45 US » Put two +1/+1 counters, distributed as you choose, on one or 
US Citanul Hierophants 3 @ {wo target creatures. SH 
Bloated Toad 2@ Creature — Druid 3/2 Elven Warhounds 3@ 
Creature — Toad 2/2 Creatures you control have “<: Add @ to your mana pool” © Creature ~ Hound 22 
Cycling 2. Protection trom blue UL US f= portals apne bap a 
Broken Fall 2@ Constant Mists 1 @ that creature on top of its owner's library. 
Enchantment Instant Elvish Archers B 
Return Broken Fall to its owner's hand: Regenerate target Buyback—Sacrifice a land. Prevent all combat damage that Creature — Elf a 
creature. TE would be dealt this tun. SH First strike, 1E-6E 
SH-Stronghold UL-Urza’s Legacy Black—Common \ 
EX-Exades Silver—Uncommon \ oA“ 
US-Urza's Saga Gold-Rare . a” 


ACLE PLAYER’S GUIDE 


Elvish Berserker @ Gorilla Warrior 2@ Keeper of the Beasts @e@ Nurturing Licid 1@ 
Creature — Bit 1/1 Creature — Ape 3/2 Creature — Wizard 1/2 Creature — Licid Ww 
Whenever EWvish Berserker becomes blocked, it gets +1/+1 US,P1 @, ©: Pul a 2/2 green Beast creature token into play. Play © @®, >: Nurturing Licid loses this ability and becomes an 
until end of turn for each creature blocking it. EX Greater Good 2@@ _ |his ability only if an opponent controls more creatures than enchant creature that reads “@; Regenerate enchanted crea- 
Elvish Fury @ Enchantment you. EX as age nee ep aa iy Oe a 
Instant Sacrifice a creature: Draw cards equal to the sacrificed crea-  Krakilin x@eq @ Wo end tis effect 
Buyback 4. Target creature gets +2/+2 until end of tun. TE  ture's power, then discard three cards from your hand. US Creature — Beast 00 Oath of Druids Ps 
Elvish Herder @ Greener Pastures 2@ Kratilin comes into play with X +1/+1 counters on it h4@: Enchantment 
Creature — Elf 1/1 Enchantment Regenerate Krakilin. TE - apo d pol mandy dae carer 
@: Target creature gains trample until end of turn. US At the beginning of each player's upkeep, if that player controls Living Lands 38 Creatures than an opponent, the player may reveal cards 
Elvish Lyrist @ ‘ove lands than any other, the player puts a 1/1 green Enchantment trom his or her library until he or she reveals a creature card. 
Creature — Ei 1/1 Saproling creature token into play US Al forests are 1/1 creatres that ae sill lands. 1E-GE The player puts that creature into play and all other cards 
©. ©, Sacifice Evish Lyrist: Destroy target enchantmentUS Grizzly Bears ve Lanowar Elves qq (Wrealed this way ite his ox her graveyard. ex 
Endangered Armodon 2e@@ Creature ~ Bear 2/2 Creature — Bt in Overgrowth 2° 
Creature — Elephant 5 1E-BE,P1  : Add @ to your mana pool 1E-6E Enchant Land 
When you control a creature with toughness 2 or less, sacrifice Harmonic Convergence 2@ Lone Wolf 2° prone mp al le el aol 
Endangered Armodon, SH Instant Creature — Wolf 22 , 
Endless Wurm 3 @q@ Return all enchantments to top of thier owners’ libraries. Ul Lone Wolf may deal its combat damage to defending player as — 2008 
Creature — Wurm 9/9 Harrow 2 @ though it weren't blocked. UL,P2 : ’ 
Trample. At the beginning of your upkeep, sacrifice Endless Instant Lowland Basilisk 2° ee a i) le re a 
Wurm unless you sacrifice an enchantment. US As an additional cost to play Harrow, sacrifice a land. Search Creature — Basilisk 3 
Exploration @ Your library for up 10 two basic land cards and put them into Steen Led Bae ds emp sect, tn Panther Warriors 4” 
fnchantment play. Then shutie your library. TE that creature at end of combat. Creature ~ Cat Warrior 8/3 
You may play an additonal and each tr. US Hawkeater Moth 3@ Lull — wer 
Fallow Earth 2@ Creature — Insect 1/2 Instant a ae 4 
Flying. Hawkeater Moth can't be the target of spells or abilities. Cycling 2. Prevent all combat damage that would be dealt Creature — a 
Pa Dae nyo ory MR,BE WS this turn, US Fincher Beetles can't be the target of spelis or abilities. TE 
Familiar Ground 2@ Heartwood Dryad pe Lure vee Plated Rootwalla 40 
Enchantment Creature ~ Dryad 2/1 Enchant Creature Creature — Lizard 33 
Each creature you control cant be blocked by more than one Weartwood Dryad blocks as though it had shadow. TE Ai creatures able to block enchanted creature do so.iA,iE-6E 2@: apn aaa 
creature each combat, WLsE Heartwood Giant 3@@ Manabond qq ‘is ability only once each turn, 
Fecundity 2@ Creature — Giant 4/4 Enchantment Pouncing Jaguar > 
Enchantment ©, Sacrifice a forest: Heartwood Giant deals 2 damage to tar- At the end of your turn, you may put all land cards from your Creature ~ Cat 2 
Whenever a creature is put into a graveyard from play, that et player. TE hand into play. you do, discard the rest of your hand. EX Echa. US 
creature's controller may draw a card. US Heartwood Treefolk 2@@ Maro 2@e@ Pradesh Gypsies 2° 
Femeref Archers 2@ Creature — Treetolk 3/4 Creature ~ Elemental *y* Creature — Gypsy ; "i 
Creature — Soldier 2/2 Forestwalk. TE Maro's power and toughness are each equal to the number of 1 @, @: Target creature gets -2/-0 until end of turn. 
©: Femeret Archers deals 4 damage to target attacking crea- Hermit Druid pee carts in your hand. MASE LEAE-6E 
ture with fying. MA,GE Creature — Druid 11 Midsummer Revel 3@@ Predatory Hunger * 
Fertile Ground pe ©, @: Reveal cards trom the top of your library until you Enchantment Enchant Creature 
Enchant Land reveal a basic land card. Put that card into your hand and all At the bepinning of your upkeep, you may put a verse counter Whenever an opponent plays a creature spel, put a +1/+1 
Whenever enchanted land is tapped for mana, it produces an other cards revealed this way into your graveyard. SH on Midsummer Revel. 4, Sacrifice Midsummer Revel: Put X utter on enchanted creature EX 
additional one mana of any color. US Hidden Ancients yq@ 5/3 green Beast creature tokens into play, where X is the aum- Priest of Titania 1@ 
Flailing Drake 3@ Enchantment ber of verse counters on Midsummer Revel. US Creature ~ Bit i 
Creature — Drake 273 When an opponent plays an enchantment spell, if Hidden Might of Oaks 3.@ ©: Aid @ to your mana poo! for each Eit in play. us 
When Flaling Drake blocks or becomes blocked by a creature, Ancients is an enchantment, Hidden Ancients becomes 2 5/5 Instant Primal Rage 1@ 
that creature gets +1/+1 until end of turn. TE  Treetolk creature, US Target creature gets +7/+7 until end of turn. UL Enchantment 
Fog @ Hidden Gibbons @ Miri, Cat Warrior pa@q@ Creatures you control have trample. SH 
lastant Enchantment Creature — Cat Warrior Legend 23 ~Provoke 1@ 
Creatures deal no combat damage this tum.  MA,1E-GE When an opponent plays an instant spell, if Hidden Gibbons is an First strike; forestwalk. Attacking doesn't cause Mirri, Cat Instant 
Fortitude Le enchantment, Hidden Gibbons becomes 2 4/4 Ape creature. UL Warrior to tap. EX — Untap target creature you don't control. That creature blocks 
Enchant Creature Hidden Guerrillas @ Mirri’s Guile @ this turn if able. Draw a card. SH 
When Fortitude is put into a graveyard from play, return Enchantment Enchantment Pygmy Troll ie 
Fortitude to its owner's hand. Sacrifice a forest: Regenerate When an opponent plays an artitact spell, if Hidden Guerrillas At the beginning of your upkeep, you may look at the top three Creature — Troll TT 
cachanted create. US {san enchantment, Hidden Guerilas becomes a 5/3 Soldier cards of your library, then put them back in any order, TE Whenever Pypmy Troll becomes blocked, it ets +1/+1 unt 
Frog Tongue qq Teeter wit trample. US’ Mongrel Pack 3 <q end of turn for each creature blocking it 4: Regenerate 
Enchant Creature Hidden Herd © Creature — Hound 4 Pygmy Troll 
When Frog Tongue comes into play, draw a card. Enchanted Enchantment When Mongrel! Pack is put into a graveyard from play during Rabid Wolverines 300 
creature blocks as though it had flying. Te When an opponent plays a nonbasic land, if Hidden Herd is an combat, put four 1/1 green Hound creature tokens into play.TE Creature — Wolverine 4/4 
Fugitive Druid oq Mhastnent Hidden lard becomes 2 3/3 Oeect craton. US Mulch pee Whenever Rabid Wolverines becomes blocked it gets +1/+1 
Creature — Druid 37 Hidden Predators @ Soney until end of turn for each creature blocking it EX 
Whenever Fugitive Druid becomes the target of an enchantment Enchantment Reveal the top four cards of your library. Put all land cards — Spirit 3@ 
spell, you draw a card, Te When an opponent controls a creature with power 4 or greater, revealed this way into your hand and all other cards revealed — Spirit v2 
Fyndhorn Brownie 2 @ | Hidden Predators is an enchantment, Hidden Predators this way into your graveyard. SH > 5 A LE,4E-6E 
Creature — Brownie 1/1 becomes a 4/4 Beast creature. US Multani, Maro-Sorcerer 4@e@ Rampant Growth 1” 
2@, ©: Untap tarpet creature. tase Hidden Spider © Creature — Legend */* Sorcery 
Fyndhorn Elder 20 Enchantment Maltani, Maro-Sorcerer can't be the target of spells or abilities. Search your library for a basic land card and put that card into 
Creature — Bt 11 Men creature with fying comes into play under an oppe- Mia's power and toughness are each equal to the total play tapped. Then shtle your lirary. MAR.TE,SE 
©: Mid @@ to your mana pool. IA5E-BE hent's control, if Hidden Spider is an enchantment, Hidden umber of cards in all players’ hands. UL Rancor ” 
Gaea’s Bounty ao aaa: ee ae @@ Lsctant Cea 
Sorcery had fying, US Create ~ Bt 2/1 Enchanted creature gets +2-+0 and has trample. When Rancor 
Search your library for upto two forest cards, reveal these cards, Hidden Stag 1@ Echo. When Maltani’s Acolyte comes into play, draw a card. UL Sp ore eee hae 
Enchantment tani’ UL 
and put hem ita your hand. Then shale your Worry. US wsseve an opponent pays a land it Hidden Sag is an — Presence ° Realty peal 28 
oe 2@© enchantment, Hidden Sag becomes a 3/2 Beast creature. Whenever a spel you pay is countered, daw a cart. Ul. lastat 
Each cua gets +3/+3 and as rangle @: San tenes racket At Sat A. Muscle Sliver seq Tapet cea lass shadow wal end of urn. Draw a crt. TE 
Regenerate enchanted creature. us : Creature — Sliver i Reap i@ 
Gang of Elk ee 22 Wu Sivrs pet +1/+1. TE stant 
pan — Beast 5/4 + ak a . Natural Spring 3 @q@ _Aeturn any sumber of target cards trom your graveyard to your 
SOUS beta lietel ht 22 Re Hurri hand. You can't choose more cards than the number of black 
end of tur for each creature blocking it — © Target player gains 8 lite TE permanents your opponents contol TE 
= Growth ‘ Hurricane deals X damage to each creature with fing and oma Resurgence 200 — ” 
Tael cea gets +2/+3 ul end otto. te -0e UE TALNE-SEBEP!~P2 —facn payer rams cards equal tothe number of creature cards Pat target card trom your graveyard on topo your litrary. EX 
Giant Spider 38 a 3 in his or ber graveyard. WLSE Recycle see 
Ces - Nature's Revolt 30° 
Snr cs 2 mph ht ig, 1E-QE-PL ent ©: bt oleate US fachantment Sup your draw step. Whenever you ply cart, draw 2 cart At he 
Gorilla Chieftain ee 3 © lands ar 2/2 creates tat sil cout as ands. TE e04Of your ur, scar al but ro cards rom your and. TE 
+ rho r V3 When aba es Bas on See Needle Storm 2@ Redwood Treefolk 4@ 
1 @: Regenerate Gora Chietan. ME x ny Creature - Treeolk Pr 
Needle Storm deals 4 damage to each creature with flying. 1,1 WL6E,P1 
1E-Alpha/Beta 4E-Fourth Edition P1—Portal AN- Arabian Nights OK-The Dark 
2E-Unlimited 5E-Fifth Edition P2-Portal: Second Age  AQ—Antiquities FE-Fallen Empires 
6E-Classic CH-Chronicles LE-Legends lA-Ice Age 


yo 


Regeneration 1@ 
Enchant Creature 

@: Regenerate enchanted creature. IA.MR,1E-6E 
Rejuvenate 3” 
Sorcery 

Cycling 2. You gain 6 lite, US 
Repopulate 1@ 


Cycling 2. Shuttle all creature cards trom target player's 


Qraveyard into that player's library. UL 

Respite 1@ 

Instant 

Prevent all combat damage that would be dealt this turn. You 

Gain | life for each attacking creature, TE 
1@ 


Resuscitate 
Instant 


Until end of turn, creatures you control gain “a; soap 
this creature,” 
Retaliation - 
Enchantment 

Creatures you control have “Whenever this creature becomes 
blocked, it gets +1/+1 until end of turn for each creature 


blocking it” US 
River Boa 1@ 
Creature — Snake i] 
Islandwalk, @: Regenerate River Boa. VISE 
Root Maze ® 
Enchantment 
Artifacts and lands come into play tapped. TE 
Rootbreaker Wurm 5a@ 
Creature — Wurm 6/6 
Trample. TE 
Rootwalla 20 
Creature — Lizard 22 
1 @: Rootwalla gets +2/+2 until end of turn, Play this abili- 
ty only once each turn, TE 
Rootwater Alligator 3@ 
Creature — Alligator 92 
Sacrifice a forest: Regenerate Rootwater Alligator. EX 
Rowen 208 
Enchantment 
Reveal the first card you draw each turn. Whenever you reveal 
a basic land card this way, draw a card. VISE 
Scaled Wurm 7®@ 
Creature — Wurm 6 
1A.5E-6E 
Scragnoth +e 
Creature — Beast a4 
Scragnoth can't be countered. Protection from blue. TE 
Seeker of Skybreak 1@ 
Creature — Elf a 
©: Unlap target creature. TE 
Shanodin Dryads ° 
Creature — Dryad Ww 
Forestwalk. 1E-6E 
Silk Net * 
Instant 
Target creature gets +1/+1 and blocks as though it had flying 
until end of turn, UL 
Simian Grunts 20 
Creature — Ape 3/4 
You may play Simian Grunts any time you could play an instant, 
Echo. UL 
, 


Skyshroud Archer 
Creature — Elf 
®: Target creature with flying gets - 11 lod of we 


Skyshroud Elf 1@ 
Creature — Elf iT} 
©: Add © to your mana pool. d: Add a or @ to your 
mana pool. TE 
Skyshroud Elite * 
Creature — Elf Ww 
ea ee 
EX 

Styehreed Ranger we 
Creature — Elf Ww 
©: Put a land card trom your hand into play. ae 
only if you could play a sorcery. 

Skyshroud Troll mex 
Creature — Troll 43 
1 @: Regenerate Skyshroud Troll. TE 
Skyshroud Troopers 38 
Creature — Elf v3 
©: Mid @ to your mana pool, SH 
Skyshroud War Beast 1@ 
Creature — Beast i 
Trample, As Skyshroud War Beast comes into play, choose an 
Opponent. Skyshroud War Beast's power and toughness are 
each equal to the number of nonbasic lands the chosen player 
controls. EX 
HL-Homelands Vi-Visions 
AL-Alliances WL-Weatherlight 
MR-Mirage TE-Tempest 


Song of Serenity 1@ 

Enchantment 

Enchanted creatures can't attack or block. EX 
~ 


Spike Breeder 
Creature — 


-— ll 
it 2, Remove a +1/+1 counter from Spike Breeder: Put a 
+1/+1 counter on target creature. 2, Remove a +1/+1 
Counter from Spike Breeder: Put a 1/1 green Spike creature 
token into play. SH 
Spike Colony 4@ 
Creature — Spike 00 
Spike Colony comes into play with four +1/+1 counters on it. 
2, Remove 2 +1/+1 counter trom Spike Colony: Put a 


Stalking Tiger can't be blocked by more than one creature each 
combat. MR.6E,P1 
® 


TE 
x@ 


1E-6E 
1@ 


You may play up to three additional lands this tum. V1,6E,P1 
Survival of the Fittest 1@ 
Enchantment 


@, Discard a creature card from your hand: Search your 


Storm Front 
Enchantment 


@@: lap target creature with flying. 
Stream of Life 


Sorcery 
Target player gains X life, 
Summer Bloom 


Unseen Walker i@ 
Creature - Dryad i" 
Forestwalk. 1 @ @: Target creature gains forestwalk until 
end of turn. MR,SE 
2@ 


Untamed Wilds 
Sorcery 


Search your library for a basic land card and put that card into 
play. Then shuffle your library. LE,4E-BE,P1-P2 


Venomous Fangs 20 
Enchant Creature 


Whenever enchanted creature deals damage to a creature, 
destroy that creature. 
Verdant Force 


5eee 
Creature — Elemental ul 


+1/+1 commr on target create. SH inary for a creature cad, reveal that card, and put it into your At the Depanig ot each player's upkeep, you puta 1/1 green 
Spike aor bes hand. Then shuffle your library. EX — Saproling creature token into play under your control TE 
Spike Drone comes into play with one +1/+1 counter on it. — Ba — o 
2, Remove a +1/+1 counter trom Spike Drone: Put a +1/+1 Two target creatures each get +2/+2 until end of turn, US Buyback >. Target land becomes a 2/2 creature that still 
Counter on target creature TE Tempting Licid qq counts as a land. (it remains 2 creature unt it leaves play) SH 
Spike Feeder rigs 4 Creature — Licid 22 Verdigris 2@ 
tule — —s becomes Instant 
Spike Feeder comes into play with two +1/+1 counters on it morsiee Skene Destroy target artifact TE 
pride pects cher wap creature do so.” Enchant target creature with Tempting Licié.  Verduran Enchantress lee 
target creature. Remove a +1/+1 counter You may pay 4 to end this effect. SH Creature - Wizard 02 
fem Sys Foster: ten gu 2 SH Thicket Basilisk 3. @@ Whenever you play an enchantment spl, you may daw a card 
Spike Hatcher ©® creature - Basilisk 28 1E-6E 
Creature — Spike 00 
Pe aoa a_i 
; a+ii+ : Put a 
+1/+1 counter on target creature, «1, Remove a +1/+1 ale@. a occas lamade . US 
- Vitalize e 
ona WL,6E 
° sae Untap all creatures you control. 
The Jedi Mind Trick Volrath’s Gardens 1@ 
Ifyou had to define it, the “Jedi mind Enchantment 
2, Tap an untapped creature you control: You gain 2 life. Play 
this ability only if you could play a sorcery. SH 
1e@e@ 


Spike Rogue 
Creature — Spike 
Spike Rogue comes into play with two +1/+1 counters on it 
2, Remove a +1/+1 counter from Spike Rogue: Put a 
+1/+1 counter on target creature, 2, Remove a +1/+1 
Counter from a creature you control: Put a +1/+1 counter on 


1e@e 
0/0 


Spike Rogue. 
Spike Soldier 
Creature — Spike 
Spike Soldier comes into play with three +1/+1 counters on it 
2, Remove a +1/+1 counter trom Spike Soldier; Put a +1/+1 
Counter on target creature. Remove a +1/+1 counter trom Spike 
Soldier: Spike Soldier gets +2/+2 until end of turn, SH 
Spike Weaver 200 
Creature — Spike wo 
Spike Weaver comes into play with three +1/+1 counters on 
iL 2, Remove a +1/+1 counter from Spike Weaver: Put a 
+1/+1 counter on target creature, «), Remove a +1/+1 
counter from Spike Weaver: Prevent all combat damage that 


EX 
2ee 
00 


would be dealt by creatures this turn. EX 
Spike Worker 20 
Creature 00 


Spike Worker comes into play with two +1/+1 counters on it 
2, Remove a +1/+1 counter from Spike Worker: Put a 


+1/+1 counter on target creature. SH 
Spined Wurm 40 
Creature — Wurm 5/4 

SH,P1 
Sporogenesis 3@ 
Enchantment 


At the beginning of your upkeep, you may put a fungus counter Creature — 


On target nontoken creature. Whenever a creature is put into a 
Qraveyard, put a 1/1 green Saproling creature token into play 
for each fungus counter on that creature. When 

leaves play, remove all fungus counters from all creatures. US 


Spreading Algae * 
Enchant Land 
Spreading Algae can enchant only a swamp. When enchanted 
land becomes tapped, destroy that land. When Spreading Algae 
is put into a graveyard from play, return Spreading Algae to its 
owner's hand. US 
Stalking Tiger 3@ 
Creature — Tiger 33 
SH-Stronghold UL-Urza's Legacy 
EX-Exodus 


US-Urza's Saga 


Titania's Boon 3° 
Sorcery 
Put a +1/+1 counter on each creature you control. US 
Titania's Chosen 28 
Creature — Elf WwW 
Whenever a player plays a green spell, put a +1/+1 = 
On Titania's Chosen. 
Trained Armodon 1 wa 
- 3 
TESE 
Tranquil Grove 1@ 
Enchantment 
1 @@: Destroy all other enchantments. WL6E 
Tranquility 20 
Destroy all enchantments. TE,1E-6E 
Treefolk Mystic 38 
Creature — Treetolk us 
Whenever a creature blocks or is blocked by Treetolk Mystic, 
destroy all enchantments on that creature. UL 
20 


Treefolk Seedlings 
Creature — Treefolk a 
Treefolk Seedlings's toughness is equal to the number of 


Waiting in the Weeds 
Sorcery 


Each player counts the untapped forests he or she controls and 
puts that many 1/1 green Cat creature tokens into play, MASE 


Wall of Blossoms 1@ 
Creature - 04 
When Wall of Blossoms comes into play, draw a card. = SH 

” 


War Dance 
Enchantment 


AM the beginning of your upkeep, you may put a verse counter 
on War Dance. Sacrifice War Dance: Target creature gets 
+1/+X until end of turn, where X is the number of verse coun- 


ters on War Dance. US 
Warthog 1@e@ 
Creature — Warthog 92 
Swampwalk. VISE 
g Hesthereced Elf ° 
©: Target creature gains forestwalk until end of tum, = UL 
Weatherseed Treefolk 2008 
Creature — Treefolk Ww 
Trample. When Weatherseed Treefolk is put into a graveyard 
from play, return Weatherseed Treetolk to its owner's hand. UL 
Whirlwind 200 
Sorcery 

Destroy all creatures with flying. US 
Wild Dogs * 
Creature — Hound rh) 
Cycling 2. At the bepinning of your upkeep, it a player has 
more life than any other, that player gains control sae - 
Wild Growth 2 
Enchant Land 


ae eee 
additional @. 1A,1E-6E 


forests you control, US 
Treetop Rangers 20 — Wurm 1” 
Creature — Ei 22 — Worm 6/6 
Treetop Rangers can't be blocked except by creatures with a US 
fying, US Wing Snare 20 
Trumpeting Armodon 3@ Sore 
Elephant 3/3 Destroy target creature with flying. UL 
ee en ee Winter's Grasp lee 
Uktabi Orangutan 2@ Destroy target land. TE,Pt 
Creature — Ape 22 Wood Elves 20 
When Uktabi Orangutan comes into play, destroy target artifact. Summon Elt TT] 
a VISE When Wood Elves comes into play search your library for a 
Uktabi Wildcats © @  ‘orest card and put that card into play. Then shuttle your 
Creature — Cat Warrior “/*  ibrary. EX 
Uitabi Wldcats's power and toughness ae cach equal the Woridiy Tytor ” 
umber of forests you control, @, Sacrifice a forest: Instant 
Regenerate Uttabi Wildcats. MASE — Search your library for a creature card and reveal that cart. 
Shutfle your library, then put the card on top of it  MAR,6E 
Silver—Uncammon 
Gold-Rare 


Wyluli Wolf re 
Creature — Wott "i 
©: Target creature gets +1/+1 until end of turn, AN, SE~GE 


Yavimaya Granger 20 
Creature — fit 
Echo. When Yavimaya Granger comes into play, you may search 


your library for a basic land card and put that land into play 
tapped. If you do, shuffle your library. UL 


Adarkar Wastes 
Land 


©: Add one colorless mana to your mana pool, @: Add a 
Or @ 10 your mana pool, Adarkar Wastes deals | damage to 


you. 1A,5E-BE 
Ancient Tomb 
Black 


©: Add two colorless mana to your mana pool. Ancient Tomb 
deals 2 damage to you. TE 
Blasted Landscape 

Land 


Cycling 2. G: Add one colorless mana to your mana pool 
Brushland 
land 


©: Add one colorless mana to your mana pool. @: Add @ 
Of + 10 your mana pool. Brushland deals 1 damage to you. 


IASE-GE 
Caldera Lake 
Land 


Caldera Lake comes into play tapped. @: Add one colorless 
mana to your mana pool. @: Add @ or @ to your mana 
pool. Caldera Lake deals 1 damage to you. 

Cinder Marsh 


Land 

©: Add one colorless mana to your mana pool. >: Add @ 
rio ay hype nf pape pegle we 
your next untap step. 

City of Brass 

land 


Whenever City of Brass is tapped, it deals 1 damage to you. 
©: Add one mana of a color of your choice to your mana 
pool. 


AN,CH,SE-BE 
City of Traitors 
Land 


When you play a land, sacrifice City of Traitors. @: Add two 

Colorless mana to your mana pool. Ex 
Crystal Vein 

Land 

©: Add one colorless mana to your mana pool. , Sacrifice 
Crystal Vein: Add two colorless mana to your mana pool, MA,SE 
Drifting Meadow 

Land 

Cycling 2. Drifting Meadow comes into play tapped. @: Add 
# (0 your mana pool, US 
Dwarven Ruins 

Land 


US 4 creature: Add @@ to your mana pool. 


TE 


Ebon Stronghold comes into play tapped. >: Add @ to your 
mana pool. ©, Sacrifice Ebon Stronghold: Add 4 @ to your 
mana pool. FE,SE-6E 
Faerie Conclave 


land 

Faerie Conclave comes into play tapped. @: Add one blue 
mana to your mana pool. 1 @ : Faerie Conclave becomes a 
2/1 blue creature with flying until end of turn. This creature 
still counts as a land. 

Forbidding Watchtower 

Land 


Forbidding Watchtower comes into play tapped. @: Add one 

white mana to your mana pool. 1 4: Forbidding Watchtower 
becomes a 1/5 white creature until end of turn. This creature 
still counts as a land. UL 


UL 


©: Add © to your mana pool for each creature you control. US 
i Encampment 


Ghitu Encampment comes into play tapped. <>: Add one red 
mana to your mana pool. 1 @: Ghitu Encampment becomes a 


ACLE PLAYE 


2/1 red creature with first strike until end of turn. This crea- 
ture still counts as a land. UL 
Ghost Town 

Land 


2/2 +: Add one colorless mana to your mana pool. ©: Return 


Ghost Town to its owner's hand. Play this ability only during 
another player's turn. 


@@ 10 your mana pool. 

~marebigaay 

®: Add one colorless mana to your mana pool. @: Add @ 

Sc en ee ee ee 
IA SE-BE 

Maze of Shadows 

land 


©: Add one colorless mana to your mana pool. G: Untap tar- 
el attacking creature with shadow. Prevent all combat damage 
that would be dealt to and dealt by that creature this tum. TE 


epee 


rs Add one colorless mana to your mana pool. 
or @ to your mana pool. Mogg Hollows doesn't untap 
your next wntap step. 


Md @ 
ot 


©: Add one colorless mana to your mana pool, , Sacrifice 
US 


Pine Barrens 


Land 

Pine Barrens comes into play tapped. @: Add one colorless 
mana to your mana pool, @: Add @ or @ to your mana 
pool, Pine Barrens deals 1 damage to you. 

Polluted Mire 


TE 


land 
Cycling 2. Polluted Mire comes into play tapped. @: Add @ Land 
US ©: Add one colorless mana to your mana pool. @: Add 


to your mana pool, 


er 


a Se Oe 
you control could produce. 
ee 


a 2. Remote Isle comes into play tapped. @: Add @ 
to your mana pool. US 
Rootwater Depths 


Land 

©: Add one coloriess mana to your mana pool. @: Add @ 
Or @ to your mana pool, Rootwater Depths doesn't untap 
ing your next untap step. 


Land 

Salt Flats comes into play tapped. @: Add one colorless mana 
to your mana pool, @: wor Oommen 
Flats deals | damage to you. 

Scabland 


Land 

Scabland comes into play tapped. @: Add one colorless mana 
to your mana pool. @: Add @ or # to your mana pool, 
Scabland deals 1 damage to you. 

Serra’s Sanctum 


Legendary Land 

«>. Add + 10 your mana pool for each enchantment you control US 
on om 

©: Add one colorless mana to your mana pool. 2 @, @: 
Shivan Gorge deals 1 damage to each opponent. US 
Sipeteoet Foret 

Skyshroud Forest comes into play tapped. @: Add one color- 
less mana to your mana pool. @: Add @ or @ to your 
mana pool. Skyshroud Forest deals 1 damage to you. 
a 

Cycling 2. Slippery Karst comes into play tapped. @: Add 
© 10 your mana pool, US 
oo 

Cycling 2. Smoldering Crater comes into play tapped. @: 
Add @ to your mana pool, US 


TE 


Spawning Pool comes into play tapped. @: Add one black 
1E-Alpha/Beta 
2E-Unlimited 


wy 


TE lands be or she contol. 


R’S GUIDE 


mana to your mana pool. 1 @: Spawning Pool becomes a 

1/1 black creature with “4: Regenerate this creature” until 

end of turn, This creature still counts as a land. UL 
ad ae 


©: Add one colorless mana to your mana pool. 6: Stalking 


TE Stones becomes a 3/3 artifact creature that still counts as a 


land. (It remains 2 creature until it leaves play.) TE 


Sulfurous Springs 
Land 


©: Add one coloriess mana to your mana pool. @: Add @ 
Of @ 10 your mana pool. Sulturous Springs deals 1 damage to 
1A5E-6E 


©: Add one colorless mana to your mana pool. @: Add a 
Of © 10 your mana pool. Thalakos Lowlands doesn’t untap 
uring your next untap step. 

=e 


Sulnwikon cont uehinaheme wis 
Quarry. @: Add one mana of any color to your mana pool, US 
Tolarian Academy 

Legendary Land 

©: Add @ to your mana pool for each artifact you control, 
See Banned & Restricted p. 111 


Treetop Village 
Land 


TE 


‘eee 
to you. 

Wee Tereetipe 

rs Add one colorless mana to your mana pool. @: Add @ 


ee ee ee 
your next untap step. 


1 damage 
1A,5E-6E 


©: Add one coloriess mana to your mana pool. 1 @, @: 
Put target creature card trom your graveyard on top of your 
library. SH 
Wasteland 

Land 

©: Add one coloriess mana to your mana pool. @, ad 
Wasteland: Destroy target nonbasic land. 


e 
Instant 
Switch target creature's power and toughness until end of turn. 
Effects that alter the creature's power alter its toughness 
instead, and vice versa, this turn, UL 
20 


Sorcery 
Acidic Soil deals to each player damage equal to the number of 
US 
200 
Enchantment 
Whenever a creature comes into play, Ather Flash deals 2 
damage to it 
200 


Sorcery 
Destroy target artifact, creature, or land. Aftershock deals 3 
damage to you. 

1e@ 


Enchantment 
1, Discard a card at random trom your hand: Put a +1/+1 
Counter on target creature. SH 


se 
Creature - Minotaur 23 
First strike, HLSE 

30 
Creature — Minotaur 


@, ©: Anaba Shaman deals 1 damage to target creature or 
player. HLSE 


4e@ 


US Creature — Sliver 


TE creature - Salamander 


20 
Enchantment 
At the beginning of each player's upkeep, Ancient Runes deals 
to that player damage equal to the number of artitacts he or 
she controls. TE 
30 
Enchantment 
At the beginning of each player's upkeep, Antagonism deals 2 


22000 
Remove all permanents trom the game. You discard your hand. TE 


20 
Sorcery 
Arc Lightning deals 3 damage divided as you choose among 
any number of target creatures and/or players. US 


30 
Creature ~ Nomad 2 
Haste; echo. When Avalanche Riders comes into play, destroy 
target land. UL 
1ee 
Creature ~ Barbarian v2 
IASE 
200 
Creature — Barbarian 4/5 


When Balduvian Horde comes into play, discard a card at ran- 
dom from your hand. If you don't, sacrifice Balduvian Horde, 
AL,SE 


20 
2 
Ni Slivers have “2: This creature gets +1/+0 until end of 

turn” TE 
200 


Creatures can't block. US 


Sorcery 

Blaze deals X damage to target creature or player. E,P1-P2 
12 

Instant 

Target attacking or blocking creature gets +4/+0 until end of 

turn. Destroy that creature at end of turn, TE 


3e@ 


TE,SE 
© 


US 
le 


Seco it. 


Instant 
Cycling 2. Gain control of all permanents you own. 


Enchant Creature 

Enchanted creature gets +1/+1 for each other creature you 

control. US 
300 

Enchantment 

At the beginning of your upkeep, Bulwark deals to tarpet oppo: 

nent damage equal to the number of cards in your hand greater 

than the number of cards in his or her hand, US 


Enchant Creature 
Enchanted creature gains mountainwalk. 


Creature — Drake 
Flying. porters desta 
Drake gets +2/+0 until end of turn. 
ss 
a 
TE 
22ee 
0 


Creature — Oaze 


WLBE Chaotic Goo comes into play with three +1/+1 counters on it 


At the beginning of your upkeep, you may flip a coin. you win 
the flip, add a +1/+1 counter to Chaotic Goo. If you lose the 
flip, remove 2 +1/+1 counter trom Chaotic Goo. TE 


12 


12 
@: Cinder Crawler gets +1/+0 until end of turn. Play this 
ability only if Cinder Crawler is blocked. Ex 

300 


Enchant Land 

You control enchanted land. 1A,5E-BE 
20 

Creature — Licid 22 


@, ©: Convulsing Licid loses this ability and becomes an 


2/2 enchant creature that reads “Enchanted creature can’t block” 


pos ye brag hoaasoagen dm p24 
to end this effect. 


ve9 


Creature — Townstolk 2/2 Creature — Beast 

When Anarchist comes into play, you may return taryet sorcery ha ce a meso, a 
card from your graveyard to your hand. EX to each other creature. 

4E-Fourth Edition P1—-Portal AN-Arabian Nights OK-The Dark 
5E-Fifth Edition P2-Portal: Second Age  AQ—Antiquities FE-Fallen Empires 
6E-Classic CH-Chronicles LE-Legends \A~Ice Age 


20 30 
Creature — Giant 4/1 Creature — Insect Ti 
Craven Giant can’t block. SHP1 Flying. @: Firefly gets +1/+0 until end of turn, TE 
6800 123 
Creature — Dragon Creature — Wizard Ww 
Flying. 2%, : Crimson Hellkite deals X damage to target aon 
creature. Only red mana may be spent this way. MARGE and 1 damage to you. 
2 fon 
Enchant Creature Sorcery 
@: Enchanted creature gets +1/+0 until end of turn. @: Tampet creature gets +3/+3 and gains first strike until end of 
Return Crown of Flames to its owner's hand. TE tum. WL6E 
30 42 
Sorcery Creature — Spirit 23 
bsp ape este tne aged @: Flame Spirit gets +1/+0 until end of wn. 1A, 5E,BE 
power to another target creature. 38800 
sa Sorcery 
Creature — Knight 2/1 Flame Wave deals 4 damage to tarpet player and each creature 
Hae arora A en eda he or she SH 
instant. Protection from UL 30 
1828 Soney 
Enchant Creature Destroy all plains. 1E-8E,P1 


joc emer lon ck mses 
f, that player sacrifices a land. 


he 


Sorcery 

Disorder deals 2 damage to each white creature and each play- 

ef who controls a white creature. US 
e 

Enchant Creature 

Dizzying Gaze may enchant only a creature you control. @: 

Enchanted creature deals | damage to tarpet creature with 

flying. EX 


20 
Creature — Lizard 


23 
Whenever Dromosaur blocks or becomes blocked, it gets +2/-2 


until end of turn, us 
o 

Creature — Insect Ww 
1 @: Target creature can't block Duct Crawler this turn. SH 
xe 


Sorcery 
po eee beegabammmele ce 
1E-6E,P1-P2 
300 
Creature — Beast 
Whenever Flectryte deals combat damage to defending player, it 
deals damage equal to its power to each blocking creature. US 
12e 
Creature — Licid Ww 
@, ©: Enraging Licid loses this ability and becomes an 
enchant creature that reads “Enchanted creature has haste.” 
Enchant target creature with Enraging Licid. You may pay @ to 
end this effect. TE 


ie 


US 
xee 


Sorcery 
Buyback 3. a RE ne 
creature or player. 


Instant 
Creatures without flying can't block this turn. 


cas 
Instant 
a ne 
each player. 


Enchantment 
Creatures you control gain haste. 


~ 


WL,6E 
1e 
Enchant Creature 

When Fiery Mantle is put into a graveyard trom play, return 
Fiery Mantle to owner's hand. @: Enchanted creature gets 


+1/+0 until end of turn. US 


e 
Instant 
For each blocking creature, flip a coin. if you win the flip, pre- 
vent all combat damage that would be dealt by that creature 
this turn, EX 
ee 
Instant 
Take another turn after this one. At the end of that turn, you 
lose the game, MA, GE 


Creature — Insect 
©: Fire Ants deals 1 damage to each other creature without 
fying. US 


Creature — Elemental 
1E—4E,6E 
eo 

Enchant Creature 
@: Enchanted creature gets +1/+0 until end of um. MR,1E-6E 


HL-Homelands Vi-Visions 
Al-Alliances WL-Weatherlight 
MR- Mirage TE-Tempest 


The Evil Empire 


At the 98 U.S. Nationals, some of the tt 
used their spare time to draw ¢ 1S 
their Nationals experience and the Star 
pantheon. It was determined that Mike 
Emperor (the ultimate source of evil in 
verse), Mark Justice was Vader (once a a6 
good, now turned to the Dark Side), David 
was Luke (not afraid to face evil), Chris 
was Han (they share a sense of humor), ai 
Finkel was most definitely Yoda (the 

tor). With few choices remaining, Worth 
decided to be Chewbacca to avoid being 
terized as C-3PO. 


le 


3/3 ‘Instant 


As an additional cost to play Fling, sacrifice a creature. Fling 
eee eee oe 
Creature or player. 


Enchant Creature 
@: Enchanted creature gets +1/-1 until end of turn, 


2200 
Creature — Giant 43 
@: Flowstone Giant gets +2/-2 until end of turn. TE 
42 
Creature — Beast 33 
Haste. ©: Flowstone Hellion gets +1/-1 until end of tun. SH 
420 
Creature — Beast 45 
Trample, @: Flowstone Mauler gets +1/-1 until end of tun. SH 
300 
Creature — Salamander 4 


20 

Creature — Beast 22 
@: Flowstone Shambler gets +1/-1 until end of tum. SH 
3200 

Creature — Drake 33 
Flying. @: Flowstone Wyvern gets +2/-2 until end of tun, TE 
30 

Creature — Elemental 33 
@: Target creature can't be regenerated this turn. EX 
1eee 


ta source would deal damage, it deals double that damage 
T 


20 
Creature ~ Spirit WW 
Haste, @: Furnace Spirit gets +1/-+0 until end of tum. SH 
2 

Sorcery 


your library. US 
220 
Creature — Nomad 22 
SH-Stronghold UL-Urza's Legacy 
EX-Exodus 
US-Urza's Saga 


©, Sacrifice Ghitu Fire-Eater; Ghitu Fire-Eater deals damage 
equal to its power to taryet creature or player. UL 

= 
Creature — Nomad 


en 7 
target creature or player. 


Enchantment 
@: Tarpet creature gets +1/+0 until end of turn, 


oo 
UL 


20 
Enchantment 
2 @, Sacrifice two Goblins: Put three 1/1 red Goblin creature 
tokens into play. FE,SE-6E 
2 
Creature — Goblin WA 
©: Exchange target artifact a player controls for target arti- 
fact card in that player's graveyard. UL 
20 


@@ ochant Creature 
Enchant Creature Enchanted creature gets +1/+0 for each mountain you 
Enchanted creature gets +2/+2, LETEAE-GE control. UL 
i) 22 
Enchantment Creature - Cat 22 
Sacrifice a creature: Goblin Bombardment deals 1 damage to Protection from blue. US 
target creature or player. TE 120 
@ Sorcery 


Creature — Goblin 

Whenever Goblin Cadets blocks or becomes blocked, target 
Opponent gains control of it (This removes Goblin Cadets from 
combat) US 


a 


eo 
Creature — Goblin wt 
©, Sacrifice Goblin Digging Team: Destroy target Wall. 

OK,CH,SE-6E 

12 

Creature — Goblin 22 
Whenever Goblin Elite Intantry blocks or is blocked, it gets 

1/-1 until end of turn, MR,6E 

22 

Creature - Goblin 22 

OK,5E-6E 

120 

Creature — Lord 22 

All Goblins get +1/+1 and gain mountainwalk. 1E-6E 

eo 

Creature — Goblin i 


tarpet creature or player. UL 
x12e0 
Put X 1/1 Goblin creature tokens into play. us 
eo 
Creature - Goblin a 
Haste; echo. US 
120 
Creature — Goblin 22 
Goblin Raider can’t block. US 
12 
E Creature — Goblin i} 
When Goblin Recruiter comes into play, search your library for 
any number of Goblin cards you choose. Reveal these cards, 
then shuffle your library and put them on top of it in any order 
choose. VISE 
22 
Creature - Goblin 22 
Mountainwalk. US 
12 
Creature — Goblin 22 
Echo. US 
Black-Common 
Silver—Uncommon 
Gold—Rare 


Hammer of Bogardan deals 3 damage to tarpet creature or 
player. 2 @ @@: Return Hammer of Bogardan to your 
hand. Play this ability only during your upkeep and only if 
Hammer of Bogardan is in your graveyard. MA,6E 


20 
Fnehantment 
Instants and activated abilities other than mana abili- 
ties can't be played during the combat phase. TE 


1e 
Enchantment 
4 epamemaagaleccaimandaaeiees™ 
loses 2 lite, 
“+ 
Instant 
Attacking creatures gain first strike until end of turn. US 
12 
Ti] 
TE 


le 


Creature — Sliver 
All Slivers have haste. 


Enchantment 
os pleut aguas 
to that creature's controller. 


x o- 
us 
300 
55 
VI,GE,P1 
302 


Instant 
Heat Ray deals X damage to target creature. 


Creature — Giant 
Hulking Cyclops can't block. 


Sorcery 

Each player may bid lite for control of target creature. You 

begin the bidding at 0. Proceeding in turn order, each player 

may top the high bid. The auction ends when the high bid 

stands. The high bidder lases life equal to the high bid and 

Gains control of the creature. MR,6E 
12 

Enchantment 

At the beginning of your upkeep, if there are seven or more 

lands in play, sacrifice Impending Disaster to destroy all lands. 

UL 


5e0e 


Instant 
Inferno deals 6 damage to each creature and each player. 
DK 4E-6E 
20 
Enchantment 
Ail creatures block if able. The attacking player chooses how 
each creature blocks. (A// blocks must be legal.) SH 


2 

Creature — Hound r) 
Whenever Jackal Pup is dealt damage, it deals that much dam- 
age to you. TE 
300 


Sorcery 
Jagged Lightning deals 3 damage to tarpet creature and 3 
damage to another target creature. US 


420 


Sorcery 
Destroy all artifacts, creatures, and lands. They can't be regen- 
erated. 1A,5E-GE 
ee 
Creature — Wizard 12 
@, ©: Keeper of the Flame deals 2 damage to target opponent. 
Play this ability only if that player has more life than you. EX 
12 
Instant 


Kindle deals to target creature or player damage equal to the 

fumber of Kindle cards in all graveyards plus 2. TE 
o 

Instant 

Sacrifice any number of creatures. Last-Ditch Effort deals that 

much damage to target creature or player. UL 


40 
Sorcery 


Lava Axe deals 5 damage to target player. ULP1-P2 


38 


US 
3e 


Instant 
Lightning Blast deals 4 damage to target creature or player. 
TE6E 


Sorcery 
Cycling 2 . Destroy target land. 


200 
Creature — Dragon 44 
Flying; echo. @: Lightning Dragon gets +1/+0 until end of 
turn, US 


200 

Creature — Elemental 4 
Haste, TE 
200e 

Creature — Giant 43 
TE 

20 

Creature — Wizard 22 


©, Discard a card at random from your hand: Mage //-Vec 
deals 1 damage to target creature or player. 


Creature — Elemental 
Magmasaur comes into play with five +1/+1 counters on it At 
the beginning of your upkeep, you may remove a +1/+1 count- 
er from Magmasaur. If you don't, sacrifice Magmasaur to have 
it deal damage equal to the number of +1/+1 counters on it 

to each creature without flying and each player. TE 


3e 


EX 
300 
0/0 


Enchantment 
Whenever a player taps a land for mana, Manabarbs deals 1 


damage to him or her. 1E-6E 
le 

Enchant Creature 

Enchanted creature gets +2/+2 and can't block. Ex 


xe 


Sorcery 
Destroy each artitact with converted mana cost X or less. US 
ie 


Sorcery 
Mob Justice deals to target player damage equal to the number 
of creatures you control. SH 
22 
Creature — Goblin 7) 
©: You and target opponent each choose a target creature the 
other controls. Flip a coin. It you win the flip, destroy the crea- 
ture you chose. tf you lose the flip, destroy the creature your 
Opponent chose. Ex 


Creature — Goblin 
When another creature comes into play, sacrifice Mogg 
Bombers to have it deal 3 damage to target player. 


e 
Creature — Goblin 22 
Mogg Conscripts can't attack unless you've played a creature 
spell this turn, TE 
e 
Creature — Goblin w" 


Sacrifice Mogg Fanatic: ne gage 
Creature or player. 
oa 
43 
SH 
3e0@ 


Creature — Goblin 
Mogg Flunkies can’t attack or block alone, 


Sorcery 

Destroy all creatures target player controls. For each creature 
put into a graveyard this way, put two 1/1 red Goblin creature 
tokens into play under that player's control. SH 


Creature — Goblin 

Whenever Mogg Maniac is dealt damage, it deals that mach 

damage to target opponent. SH 
o 

Creature — Goblin Ww 

Sacrifice 2 Goblin: Target creature gets +1/+1 until end of 

tum. TE 


le 
Creature — Goblin 33 
Mogg Squad gets -1/-1 for each other creature in play. TE 

1e 
Creature — Hydra Ww 
1 @@: Put a +1/+1 counter on Molten Hydra. @, Remove 
all +1/+1 counters from Molten Hydra: Molten Hydra deals X 
damage to target creature or player, where X is the number of 
Counters removed this way. UL 


Creature — Hound 


ACLE PLAYER’S GUIDE 


© 

" 
1ASE-6E,P1 
3e@ 


A 


Whenever a creature blocks or becomes blocked by a creature 
with lesser power, destroy the creature with the lesser power. TE 


Enchantment 
AL the beginning of each player's upkeep. if that player has 
less lite than target opponent, he or she may have Oath of 
Mages deal 1 damage to that opponent. 

300 
Creature — Ogre 
2, Discard a card at random from your hand: Ogre Shaman 
deals 2 damage to target creature or player. EX 


Creature — Goblin 
Okk can't attack unless a creature with greater power also 


Flying. When Rathi Dragon comes into play, sacrifice it unless 
you sacrifice two mountains. TE 


3@ 
Creature — Ape 2 
When Ravenous Baboons comes into play, roe a 
sic land. 


s 
Sorcery 
As an additional cast to play Raze, sacrifice a land. Destroy 


3@ 
Creature — Opre 32 
Whenever Reckless Ogre attacks alone, it pets +3/+0 until 
end of turn, 


attacks. Okk can't block unless a creature with greater power Enchant Creature 
also blocks. US Enchanted creature has first strike. US 
e 200 

Enchantment Sorcery 

Whenever you play a creature spell, tap target creature. EX  Untap all creatures that attacked this turn. You get an addition- 
2 @ 21 combat phase followed by an additional main phase this 

Creature — Soldier 22 wm. VI6E,P2 

©: Opportunist deals 1 damage to target creature that was ie 

Gealt damage this turn. TE Creature — Soldier 33 
see First strike, Whenever Renegade Warlord attacks, each other 

Creature - Orc (3 attacking creature gets +1/+0 until end of turn. TE 


3 - a 
er and 3 damage to you. 1E-6E 


Attacking creatures you control get +1/+0. 1E-6E 
xe 
Instant 
Pi rr pag ame aaa 
weren't 
fe 
Creature — Beast “A 


As Pallimad comes into play, choose an opponent. Pallimud’s 
power is equal to the number of tapped lands the chosen play- 
er controls. TE 
30 
Enchantment 
Whenever 2 creature comes into play, that creature's controller 
> lu lahat et pars 
oF player. 
es 


200 
Creature — Viashino M3 
Whenever Retromancer becomes the target of a spell or ability, 
Retromancer deals 3 damage to that spell or ability’s controlle. US 


22 
Enchantment 
i the beginning of each player's upkeep. if that player controls more 
lands than any other, Rivalry deals 2 damage to him or her. UL 
see 
Seve fit dh ¥ tangy tins hn Sing 
any number of target creatures and/or players. TE 
30 
Sorcery 
Destroy all nonbasic lands. SH 
300 
Enchantment 


Sorcery 

Shadowstorm deals 2 damage to each creature with shadow. 
42 

Creature — Phoenix 2 

Flying. @ @ @: Put Shard Phoenix into your hand. Play this 

ability only it Shard Phoenix is in your graveyard and only dur- 

ing your upkeep. Sacrifice Shard Phoenix: Shard Phoenix deals 


2 damage to each creature without flying. SH 
target land. 12@ 
S@ |nstat 
EX Creature — Wizard 2/2 Destroy target artifact. 1ATE,1E-6E 
1D @: Reckless Embermage deals | damage to target crea- 12 
3/3 ture or player and 1 damage to itsell. MASE instant 
Buyback &. Destroy target artifact. EX 


200 


Sorcery 
EX Destroy all artifacts. They can't be regenerated. A(,3E,SE-GE 


2ee 
Enchant Creature 
Enchanted creature gets +2/+2 and has flying. @: ao 
Creature gets +1/+0 until end of turn, 

om 
Creature — Dragon 55 
Flying. 1) @: Shivan Helikite deals 1 damage to target crea- 
ture or player. US 


Creature — Phoenix 
en ey esate lea haemaaptelae § 
feturn Shivan Phoenix to its owner's hand. 


Creature — Lizard 
First strike; haste. Echo. 


Instant 
Shock deals 2 damage to target creature or player. © SH,6E 
1e 
Creature — Insect i" 
Whenever Shocker deals damage to a player, that player dis- 
cards his or her hand, then draws that many cards. TE 
e 


Instant 

Shower of Sparks deals 1 damage to target creature and 1 

damage to target player. US 
1e 

Enchant Creature 

Enchanted creature can’t block. When Slupgishness is put into a 

(Faveyard trom play, return Slupgishness to its owner's hand. UL 
3@ 

Enchantment 


Instant Counters on Rumbling Crescendo, US @: Put a creature card from your hand into play. That crea- 
Choose one—Parch deals 2 damage to target creature or play- 4e 
er; Or Parch deals 4 damage to target blue creature. UL Creature — Drake v2 ae ee 
b@ Flying; first strike, EX 1e 
Enchant Creature 2@ instant 
AM the beginning of the upkeep of enchanted creature's con- Creature — Tiger 2/1 As an additional cast to play Sonic Burst, discard a card at 
troller, reveal the tap card of that player's library. i that card First strike. IASE-6E nen toe he pga 
is a land card, destroy enchanted creature. Otherwise, enchant- 2@e creature or player. 
ed creature gets +3/+3 until end of turn. (Return the card to Creature — Soldier 18 oe 
the top of the player's library, face down.) EX First strike, @: Sandstone Warrior gets +1/+0 until end of Enchantment 
ree wn TE Whenever a player plays a spell, Spelishock deals 2 damage to 
Sorcery D@ that player. ex 
Destroy target artifact or land. It can't be regenerated. AL,GE  fachantment 30 
D@ Whenever a player taps an island for mana, Scald deals 1 Creature — Drake 2 


Instant 
Price of Progress deals 2 damage to each player for each non- 
basic land he or she controls, EX 
1e 

Creature — Lizard Ww 
Pypmy Pyrosaur can't block. @: beacate ig 
until end of turn, 

onan 
Enchantment 
&,, Discard a card at random trom your hand: Pyromancy 
deals to target creature or player damage equal to the coavert- 
ed mana cost of the discarded card. UL 


4e 


Sorcery 
Pyrotechnics deals 4 damage divided any way you choose among Instant 


‘any umber of target creatures and/or players. LEAE-SE6E 
22@ 


damage to that player. 
Creature — Salamander 


Flying. @: Spitting Drake gets +1/+0 until end of turn. No 
more than @ may be spent this way each tum. Vi,SE 


Whenever Scalding Satamander attacks, you may have it deal 1 ¢am- Sorcery 


age to each creature without flying defending player controls. £ X 
xe 


L Sorcery 

‘As an additional cost to play Scorched Earth, discard X land 
cards from your hand. Destroy X target lands. TE 
ee 
Creature - Wurm 

ie hago lp 2 
return Scoria Wurm to its owner's hand. US 


2e 


Cycling 2. Destroy tarpet artifact. 


Spitting Earth deals to target creature damage equal to the 
‘umber of mountains you control. MR.6E,P1-P2 

300 
Creature — Hydra 00 
Spitting Hydra comes into play with four +1/+1 counters on it 
1) @, Remove 2 +1/+1 counter from Spitting Hydra: ae 
Hydra deals 1 damage to target creature, 


san 
Creature — Legend 22 
©: Destroy target artifact or creature. That permanent's con- 
woller gains control of Starke of Rath. TE 


220 


Sorcery 
Instant Steam Blast deals 2 damage to each creature and each player. 
Destroy two target artifacts. UL Buypack 4. Searing Touch deals 1 damage to tarpet creature US 
@ or player. TE 2e 
Creature ~ Goblin WW @ Socery 
Haste, EXSEPI-P2 Sorcery Destroy target land. IAMR,TE,1E-6E,P1-P2 
© OS Buyrack GB. Target creature gets +3/+0 until end of tun. SH 1@ 
@Se instant 
Destroy two target lands. US Enchantment Target creature can't block this turn. Draw a card. TE 
2@@ _ Discard a land cart trom your hand: Seismic Assault deals 2 30 
Creature — Dragon 5/5 damage to target creature or player. EX instant 
1E-Alpha/Beta 4E-Fourth Edition P1—Portal AN-Arabian Nights DK-The Dark 
2E-Unlimited 5E-Fifth Edition P2-Portal: Second Age  AQ—Antiquities FE-Fallen Empires 
3E- 6E-Classic CH-Chronicles LE-Legends lA-Ice Age 


with Licid. You “ee Defender of Law o* 
Sudden Impact deals to target player damage equal to the Sein canis Rete em Calming may wae - 
number of cards in his or her hand. TE flip, return : ae : eens 
Sobers Tepes or) — 422 Castle arte bay . 
if 1E-6E Defensive Formation * 
Tate seh tin bts at tk en ee eee trek ee wc ggaapmae cinta ne e 
Tahngarth —— ge Instead ofthe attaching player, you chose how creatures 
ae . WHITE Each player chooses from the permanents he or she controls porwr yet aa . 
| Devout Harpist 
Enchanted creature gets +3/+0 a ong as its tacking, orc ocr, ct a nb at Devout Harpist * 
a taste ©* catastrophe 4%: Desty tapet crear enchantment UL 
Talruum Minotaur ane Enchantment % ce a ot Discigle of Brac Ps 
. Mi castes low putes ben ; creatures. Creatures destroyed this way Creature ~ Cieic V2 
= ering MAME Absolute Law »* pam US Cycling 2. Protection from black US 
a _ 309, (schanment Celestial Dawn »*## Disciple of Law i* 
Creature — Giant 43 Us ence han pn bon pe Greatere  Clerie 12 
ae - 1% \oniand cards you own that aren't in play are white, Nonland Cycling 2. Protection trom red US 
and Claw 5 Grae Sader 1/1 permanents you control are white, Lands you contol ae plas. (hic omehaprt 1* 
Enchantment Fist site, a: Taye creature gains ist strike wl ead tara mana symbols in the casts onal hase cards and pe jaa 
os “ut TE anes at #. M™R.SE Rosy target aritact or enchantment. IA MATE,US.1E~BE 
aha ‘Song > il »* Cessation 2# Divine Transformation 2** 
22 last Enchant Creature oS Enchant Creature 
Enchantment Buyback 3 . Destroy target enchantment. EX  achated creature can't attack. Wen Cessation is put into 2 farhanted creature gets +3/+3 LE,AE-6E 
~ eteteie tea tee bes eee Angelic Blessing 2% graveyard trom play, return Cessation to its owner's hand. UL Ekundu Griffin 3* 
pe ap pean ae Tete aa Sorcery Change of Heart * Crsure - (rifle 2 
X damage to target creature or player, where X is the Target creature gets +3/+3 and gains flying until end of turn. Instant Fhing; fist tie MRSE 
or e EXPY ytack 3. Tape creature can atack is wm SH pn 86 
— Angelic Chorus a** Charging Paladin as Creature - Soldier wii 
damage ] Caterina! Creature - ~ Bite Archers deals 3 damage to target attacking or biock- 
Tremor deals 1 to each creature without flying. Whenever a creature comes into play under your control, you Sesee Gn Po ends, ges 089 lsu eaier US 
ee 0S un EX Flite Javelineer 2* 
a Angelic Curator ~~ Clear D* Creston - Soldier My) 
ht Cat ~ it deals 1 damage t 
Win dea 2 fama tat ih. Tat ae I “4 - ee ys Mime one ec, a 1 age woe 
Sete nen 200 Angelic Page De Clergy en-Vec P* Enlightened Tutor ~ 
Greate Han yg Creare ~ Spit V1 creature - Cire V1 stant 
in control attack if able, Fiving. <: Target attacking or blocking creature pets +1/++1 Pree he a 1 tana at wn et me Sach yr ryan aif reheat sd 
Wf Viashino Bey attacks, all creatures you il ead ol tr OE pape Hh ft sr Sp 
Angelic Protector oe r Eagle oe at él 
Viashino Cuthrat 200 f ob hor ie 2 2 Eagle bs * 
Hh. ed, WC ss Piss lake Pec yes Oe} wal ead bmn, re, When Cloke ag a ae 4 
o ne Wall ws t se Ethereal Champion 2ke* 
Viashino Heretic wer A i an : ral Ca 4 
Sis lates wes attest mp pennant daatcens seivegt Target player gains 2 lite for each creature in play. US Hor Pe oat oe lod Chm 
1 s controller damage artitact's convert- templation D** bist 
aa ee TL Anoint ‘in Exaed Dragon see 
utrider _ Whenever you pay a spel. you gan 1 ite, SH pom 
om rn ° {bach 3. Pt Be wt 3 ama a wd et Convalescence 1* Fo oe pa tak is 
fc rere se Enchantment fice a land 
Archangel it 10 life or less, , = 
Viashino Runner ¥ aie 55 oe bah! you have : bail 
Creature — Viashino Creatare < ha nt 
Was Rn a ec ag yw Figg, Rausing Gen epee Deng 0 reps Canclied > hare tpt oy secs fn en 
Via Ardent Militia os Creature gets +1/+3. a: Retum Conviction its =F ynendable Troops 1* 
Viashino Sandscout 4 Creature — Solder 25 parle pets a xp dable f 2 
taste, Bac dmther'rrprypeataas 2 CoP: Black 1 Sic Eel Tag: Ts es 2 
Viashino Sandswimi Armagedd Enchantment famage to target atachng o blocking creature 
Creature — Viashino oa 0en soca 1: The next time a black source of your choice would deal = Faith Hoalor 1* 
" Viashino Destroy all ands. TE-BEPI-P2 damage to youths turn, prevent that damage. IA,TE,1E-BE trestue — Clerc i" 
Siena foo’ tad Armored Pegasu Y* CoP: Blue 1 Sacrifice an enchantment: You gai lite equal to its converted 
werarenincheny sora ntact at in 0 oy A 
Viashino Warrior ~ Fiying TESEPI The net time a blue source of your choice would deal Fold of Souls one 
Creature ~ Viashino a2 Auratos 1% damage to you this tur, prevent that damage. IA.TE,1E-GE  fachaninent 
MAGE Creature ~ Alog 1 CoP: Green 1% Whenever a nontoken creature is put into your graveyard 
Viashino Weaponsmith 3 @  Saerilice an enchantment: kuratog gets +2/+2 until end of Factatmeat from play, puta 1/1 white Essence creature token with tying 
Creature — Viashino a we TE 1): The next time a green source of your choice would deal into play. TE 
Whenever Viashina ith becomes blocked, it gets Avennging Angel 3 *% damage to you this urn, prevent that damage. IATEIE-8E Flickering Ward * 
2/+2 until end of turn for each creature blocking it. US Creature ~ Angel 33 Cop: Red 1% Enchant Creature 
Volcanic . Dragon 4 @@ Fring I Avenging Angel would be put ito a graveyard fom Facsastment As Flickering Ward comes into play, choose a colar. Enchanted 
Creature 4/4 Play, you may put Avenging Angel on tp ofits owner's bray 5". The next time a red source of your choice would deal creature has protection from the chosen colo, This effect does- 
—s mnoe,p stead. TE Gamage to you this tr, prevent that damage. IA.TE,1E-GE it remove Flickering War. : Return Flickering Ward to its 
Volcanic Bandage * CoP: Shadow 1 Onna’ hand TE 
Volcanic Geyser SOO vw Gallantry 1* 
— enn vee Prove he next 1 famage that wold be deat to tage cra- MCMC 
ae can dlao lang SH Ge det fens ys Os tea poet On ora Te Tooting nein pon 24-4 nl tn 
Lizard ee Blessed Reversal D* CoP: White pe cart. TE 
= i : 34 lastant Enchantment Gerrard's Battle Cry * 
Senso ys Yu gain 3 Wie foreach crete attacking you. ULLPY op The next tinea white source of your choice would dea 
~ oa e 3 1 * damage to you this turn, prevent that damage. 1A,TE,1E-GE 2 2: Creatures you control get +1/+1 until end of tun. TE 
pack Wall ns Enchant Creature P Halo is put Crusade ## Glorious Anthem 1** 
me, Enchanted creature gets +1/+2. When Brilliant pararaee 
Wal of Oetenen tects 28 Gangh lt bad shade TE isto a graveyar from play, return Briliant Halo to its a 6-2 Gomme peemnd piles Bs 
ip nom omer ee 04 Daraja Griffin 3 Hanna's Custody 2* 
Smtidne 1/-+0 until end of turn E- * Creature - Grin Enchantment 
bench tan m be the tarpet of spells or abilities, TE 
Razors Flying, Sacrifice Daraja Gritin: Destroy tarpet black creature. Artifacts can! 
ood " ia ™ VISE Healing Salve * 
ro SH 2* D'Avenant Archer 2* = Instant 
toad Were ae i 22 Creature — Soldier 1/2 Choose one—Tarpet player gains 3 lite; or prevent the next 3 
Wad 3%, &: Calming Lcd ises this ability and becomes an eat cred ong stain amage to target creature or player ths turn. MR.US,1E-BE 
Creature — Worm 5/4 achat creature that eas “Enchaned creature can aac” Sn cate 
HL-Homelands Vi-Visions SH-Stronghold UL-Urza's Legacy Black-Common 
AL-Alliances WL-Weatherlight EX-Exodus ee : 
MR-Mirage TE-Tempest US-Urza's Saga iold— 


Heavy Ballista a* 
Creature — Soldier 28 
©: Heavy Ballista deals 2 damage to target attacking or 
blocking creature. WLSE 
Herald of Serra 2** 
Creature — Angel v4 
> saab sapshemrendany ts cocci 
Hero’s Resolve 1* 
facant Cate 

Enchanted creature gets +1/+5. TE,6E 
Hidden Retreat 2 
Enchantment 


Put a card from your hand on top of your library: Prevent 
all damage that would be dealt by target instant or sorcery 


this turn. SH 
High Ground oe 
Enchantment 
Each creature you control may block one additional creature. 
(Al blocks must be legal.) EX 
Honor Guard * 
Creature — Soldier wi 
+: Honor Guard gets +0/+1 until end of turn. SH 
Hope and Glory l* 
Instant 
Untap two target creatures. Each of them gets +1/+1 until end 
of tum. UL 
— l* 
i mis oe mes tl 
US 
Geuaty y 2** 
Enchantment 
Si catins bn oh ben ah tones Wi TE 
icatian Town 5* 


Sorcery 
Put four 1/1 white Citizen creature tokens into play.FE,SE-BE 


Vise Creature — Soldier 


infantry Veteran * 
Creature — Soldier Ww 
©: Target attacking creature gets +1/+1 until end of turn. 
Intrepid Hero a” 
Creature — Soldier iw" 
©: Destroy target creature with power 4 or greater. US 
invulnerability l* 
Instant 

Buyback 3. by bygechoraet chyba ~4 
damage to you this turn, prevent that damage. 

Iron Will . 


Instant 
Cycling 2. Target creature gets +0/+4 until end of tun. UL 
Karmic Guide a** 


ACLE PLAYE 


five lands he or she controls and sacrifices the rest. Players 
Can't play land cards if there are ten or more lands in play. EX 


R’S GUIDE 


Orim, Samite Healer 


Creature — Cleric Legend 18 


© : Remove target attacking creature you control from combat 
and untap it. (Prevent al! combat damage that would be dealt 


Longbow Archer = e: arpa? hg pe fo and dealt by the creature this turn.) Ex 
Creature — Soldier Creature or player this turn. Redeem 1* 
Fn sa Langs her cs 5 gh had Wg VISE Orim’s Prayer bee Instant 

Marble Titan 3% Enchantment The next time damage would be dealt to one or two target 
Creature — Giant 3/3 Whenever a creature attacks you, you gain 1 life. TE creatures this turn, prevent that damage. us 
Creatures with power 3 or greater don't untap during their con- Pacifism pe Regal Unicorn 2* 
trollers’ untap steps. TE Enchant Creature Creature — Unicorn 23 
Martyr's Cause 2% Enchanted creature can't attack or block © MA,TE,US,6E 6E,P1 
Enchantment Paladin en-Vec pee Remedy 1* 
Sacrifice a creature: The next time a source of your choice Creature — Knight 2/2 Instant 

would deal damage to target creature this turn, prevent that First strike, protection from black, protection from red © EX Prevent the next 5 damage divided any way you choose among 
damage. UL Pariah 2 a My Humber of tarpet creatures and/or players. VI6E 
Master Decoy 1 Enchant Creature Remembrance 3* 
Creature — Soldier 1/2 All damage that would be dealt to you is dealt to enchanted Enchantment 

#*, ®: Tap target creature. TE creature instead. US Whenever a nontoken creature you control is put into a grave- 
Mesa Falcon D* Path of Peace 3% Yard from play, you may search your library for a copy of that 
Creature — Bird iw Creature card. If you do, reveal the card and put it into your 


Flying. (1) a: Mesa Falcon gets +0/+1 until end of turn. 
HL,SE-6E 


Monk Idealist 2* 
Creature — Cleric 22 
When Monk Idealist comes into play, - se peager 
card from your graveyard to your hand. 

Monk Realist a 
Creature — Cleric Ww 
When Monk Realist comes into play, destroy target enchant- 
ment. US 
Mother of Runes - 
Creature — Cleric Ww 
©: Tarpet creature you control gains protection from the colar 
of your choice until end of turn. UL 
Mounted Archers a* 
Creature — Soldier 23 


Mounted Archers blocks as though it had flying. #: Mounted 
Archers may block an additional creature this tun. (Al blocks 
must still be legal.) TE 
Nomads en-Kor * 
Ww 
©: The next 1 damage that would be dealt to Nomads en-Kor 
this turn is dealt to target creature you control instead. SH 


Oath of Lieges i* 
Enchantment 
AL the beginning of each player's upkeep, if that player controls 


fewer lands than an opponent, the player may search his or her 
library for a basic land card and put that card into play. The 


player then shuffles his or her library. EX 
Opal Acrolith o* 
Enchantment 


Whenever an opponent plays a creature spell, if Opal Acrolith is 
an enchantment, Opal Acrolith becomes a 2/4 Guardian crea- 


Creature — Spirit 2/2 tyre. 0 : Opal Acrolith becomes an enchantment. US 
Fag, potacien tom Mek; oche. hen Karas Geis ones a) rt snnel a* 
into play, return tarpet creature card from your graveyard to FA 
na i UL hen an opponent plays a creature spel, it Opal Archangel is 
ee oad hen 72 an enchantment, Opal Archangel becomes a 5/5 Angel creature 
Creature ; with flying. Attacking doesn’t cause it to US 
a, ©: You gain 3 lite. Pay this ability only it you have less ihen er * 2* 
lite than an opponent. EX pein 45 
Kismet 3 * When you have 10 lite or less, i Opal Avenger is an enchant 
Enchantment ment, Opal Avenger becomes 4 3/5 Guardian creature, = UL 
Artifacts, creatures, and lands your opponents play come into Opal Caryatid * 
play tapped. LE-SE~GE achantneat 
Kjeldoran Royal Guard a** 

meta pet When an opponent plays a creature spell, it Opal Caryatid is an 


: Ni combat damage that would be dealt to you by 
unblocked cratures this turn is dealt to Kjeldoran Royal Guard 
instead. 1A,5E-GE 


Knight Of Dawn 1** 
Creature — Knight 22 
First strike, # 2%: Knight of Dawn gains protection from the 
color of your choice until end of turn. TE 
Knighthood 2* 
Enchantment 

Creatures you control have first strike. UL 
Kor Chant 2* 
All damage that would be dealt to target creature this turn from 
4 source of your choice is dealt to another target creature 
instead. Ex 
Lancers en-Kor a** 
Creature — Soldier 33 


Trample. ©; The next 1 damage that would be dealt to 
Lancers en-Kor this turn is dealt to target creature you control 
instead. 


Light of Day 3” 
Enchantment 

Black creatures can't attack or block. TESE 
Limited Resources * 


When Limited Resources comes into play, each player chooses 


enchantment, Opal Caryatid becomes a 2/2 Soldier creature. US 
Opal Champion o* 
Enchantment 


When an opponent plays a creature spell, it Opal Champion is 


Opal Gargoyle 
Enchantment 
When an opponent plays a creature spell, it Opal Gargoyle is an 


enchantment, Opal Gargoyle becomes a 2/2 Garpoyle creature 
with flying. us 
Opal Titan 2** 
Enchantment 
When an opponent plays a creature spell, if Opal Titan is an 
enchantment, Opal Titan becomes a 4/4 Giant creature with 
protection from each of that spell's colors. US 
Oracle en-Vec 1* 
wi 


SH attack it able, and other creatures can't attack. At the end of 


Sorcery 
Destroy target creature. Its owner gains 4 life. US,P1-P2 


Peace and Quiet 1* 
Instant 
Destroy two target enchantments. UL 
Peace of Mind 1* 
Enchantment 
, Discard a card trom your hand: You gain 3 lite, EX 
Pearl Dragon 4** 
Creature — Dragon 4/4 
Flying. <b a: Pearl Dragon gets +0/-+1 until end of turn 
MR,SE 
Pegasus Charger 2* 
Creature — Pegasus a 
Flying, First strike. US 
3* 


Pegasus Refuge 
Enchantment 


2, Discard a card trom your hand: pation” 
Creature token with flying into play. 


Pegasus Stampede 1 3 


Buyback—Sacrifice a land. Put a 1/1 white Pegasus creature 


token with flying into play. EX 
Penance 2* 
Enchantment 


Put a card from your hand on top of your library: The next time 


4 black or red source of your choice would deal damage to you 
this turn, prevent that damage. ex 
Planar Birth i* 


Sorcery 

Return all basic land cards trom all graveyards to play under 
their owners’ control, tapped. US 
Planar Collapse i* 
Enchantment 

A the beginning of your upkeep, if there are four or more crea- 
tures in play, sacrifice Planar Collapse to destroy all creatures. 


They can't be regenerated. UL 

Presence of the Master 3* 

Enchantment 

Whenever a player plays an enchantment spell, =e 

Purify a** 

Sorcery 

Destroy ail artitacts and enchantments. UL 
a* 


Pursuit of Knowledge 
Enchantment 


Mt you would draw a card, you may put a study counter on 
Pursuit of Knowledge instead. Remove three study counters 
from Pursuit of Knowledge, Sacrifice Pursuit of Knowledge: 
Oraw seven carts. 
Quickening Licid 
Creature — Licid 

1 #: Quickening Licid loses this abiltiy and becomes an 
enchant creature that reads “Enchanted creature has first 
strike.” Enchant target creature with Quickening Licid. You may 
pay % to end this effect. Tt 
Radiant, Archangel a** 
Creature — Ange! Legend 33 
Flying. Attacking doesn't cause Radiant, Archangel to tap. Radiant 
gets +1/-+1 for each other creature with flying in play. UL 
Radiant’s Dragoons 3% 
Creature — Soldier 


SH 


* 
i" 


Oe ae aes Rees comes ne we 


Radiant’s Judgment 2 ; 


lastant 
Cycling 2. Destroy target creature with power 4 or greater UL 


that turn, destroy each of those creatures that didn’t attack. Reaping the Rewards . 
Play this ability only during your turn. TE Instant 
Order of the Sacred Torch pea Duyback—Sacrifice a land. You gain 2 lite, EX 
Creature — Paladin 22 Reconnaissance * 
©, Pay 1 lite: Counter target black spell. 1A5E-GE Enchantment 
1E-Alpha/Beta 4€-Fourth Edition P1—Portal 
2E- 5E-Fifth Edition P2—-Portal: Second Age 
she 6E-Classic CH-Chronicles 


hand. Then shuffle your library. US 
Repentance 2* 
Sorcery 

Target creature deals damage to itself equal to its power. TE 
Reprisal i* 
Instant 

Destroy target creature with power 4 or greater. It can't be 
regenerated. AL SE 
Resistance Fighter 7 
Creature — Soldier Ww 
Sacrifice Resistance Fighter: Target creature deals no combat 
damage this turn. VISE 
Reverse Damage i** 
Instant 


damage prevented this way 1E-6E 
Rolling Stones 1* 
Enchantment 
Walls may attack as though they weren't Walls. SH 
RoP: Artifacts i* 
Enchantment 


Cycling 2. 4: The next time an artifact source of your choice 
would deal damage to you this turn, prevent that damage. US 
RoP: Black 1* 


Cycling 2. #: The next time a black source of your choice 
would deal damage to you this turn, prevent that damage US 
RoP: Blue 1* 


Cycling 2. #: The next time a blue source of your choice 
would deal damage to you this turn, prevent that damage. US 
: Green i* 


+: The next time a green source of your choice 
damage to you this turn, prevent that damage. US 
i* 


: The next time a land source of your choice 
anf ape rspoigeneerreny ae US 
ed i* 


Cycling 2. #: The next time a red source of your choice 
teat dacl mage fo you is ter, prevent Get damage US 
1* 


+: The next time a white source of your choice 
damage to you this turn, prevent that damage. US 
Sacred Ground 1* 


Whenever a spell or ability controlled by an opponent puts a 
land into your graveyard from play, return that land to play. SH 
Sacred Guide a 
Creature — Cleric Ti} 
1) #, Sacrifice Sacred Guide: Reveal cards from the top of your 
library until you reveal a white card. Put that card into your hand 
and remove all other revealed cards from the game. 
Safeguard 

Enchantment 


2 #: Prevent all combat damage that would be dealt by tar- 
TE 


2/5 et creature this turn. 


Samite Blessing 
Enchant Creature 

Enchanted creature has “@: That next time a source of your 
ee een ae 


* 


that damage” 
Samite Healer 1 ~ 
Creature - Cleric Ww 
©: Prevent the next 1 damage to target creature or player 
this um. 1E-6E 
Sanctum Custodian o* 
Creature — Cleric 12 
AN-Arabian Nights DK-The Dark 
AQ- Antiquities FE-Fallen Empires 
LE-Legends lA-Ice Age 


©: Prevent the next 2 damage that would be dealt to target © Soltari Foot Soldier a When Venerable Monk comes into play, you gain 2 life, 
creature or player this turn, US Creature — Soldier ii} SH,6E,P1 
Sanctum Guardias pwex Shatow. TE Voice of Grace a* 
Creature — Soldier 14 Soltari Lancer 2* ag bn 22 
Sacrifice Sanctum Guardian: The next time a source of your Creature — Knight 22 protection from black. US 
Choice would deal damage to target creature or player this Shadow; first strike if attacking. TE Voice of Law a* 
turn, prevent that damage. US Soltari Monk ae te Creature — Angel 22 
Scapegoat * Creature — Cleric 2/1 Flying, protection from red US 
Instant Protection from black; shadow. TE Wall of Essence * 
As an additional cost to play Scapegoat, sacrifice a creature. — Soitarj Priest ae Creature ~ Wall o4 
Return any number of target creatures you control to their ereatare — Clerig 2/1 Whenever Wall of Essence is dealt combat damage, you gain 
aa SH Protection from red; shadow. TE that much lite. SH 
are nal aig Soltari Trooper pe Wail of Nets D** 
Creature — Creature — Soldier 1/1 Creature — Wall o 
Whenever Seasoned Marshal attacks, you may tap target crea- Shadow. Whenever Soltari Trooper attacks, it gets +1/+1 until At end of combat, remove from the game all creatures blocked 
wr US ond of turn TE by Wall of Nets. When Wall of Nets leaves play, return to play 
Serene Offering Pe con Lalemane under their owners’ control all creatures removed from the 
Soltari Visionary l** 
lastant Creature — Cleric 2 game with Wall of Nets. Ex 
Destroy tarpet enchantment. You gain lite equal to that Shadow. Whenever Soltari Visionary deals damages to a player, Wall of Swords 3% 
fncharnen’s converted maa cost “<— destroy target enchantment that player conto. EX Creature ~ Wall 5 
serenity D* Songstitcher ae Flying 1E-BE,PI 
po res - Creature - Cleric in Warmth 1* 
pay baby op cera same 1 a: Prevent all combat damage that would be dealt this Enchantment 
, eed regenerated. turn by target attacking creature with flying. US Whenever an opponent plays a red spell, you gain 2 life, TE,SE 
alee stale Soul Sculptor 2% Warrior Angel o** 
Serra Avatar’s power and toughness are each equal to your 4) a >: Tae create becomes a enchants and ‘ Fa Wn Warr op amp, pl a" 
life total. if Serra Avatar would be put into a graveyard from loses al abilities until a player plays a creature spel US much life. SH 
anywhere, shuffle Serra Avatar into its owner's library Soul 4 W; K 
instead. US Soul Warden oe atrior eit Of ** 
Pee sees Creature — Cleric 1/1 Creature — Knight 22 
err ad 2 Whenever another creature comes into play, you gain 1 life,EX ©: The next 1 damage that would be dealt to Warrior en-Kor 
popes US Spirit en-Kor a* this turn is deat to target creature you control instead. SH 
ea ay Creature — Spirit an Warrior's Honor 2* 
ras Embrace 2 Frying. ©: The next 1 damage that would be dealt to Spirit Instant 
Enchant Creature 3 +2/+2 and has thing, en-Kor this turn is dealt to target creature you control Creatures you control get +1/+1 until end of turn ‘VIBE 
meg on Attacking es instead. SH a 2* 
, Spirit Link * 

4 - * Enchant Creature eee eae tien ey, Gane 
Enchantme Whenever enchanted creature deals damage, you gain life them from the game at end of tun. US 
of oe preter yet adobpy oe oof ua ote Gamage deat ths way LEE-8E Welkin Hawk 1* 
age total that would be deat this turn to any number ot tarpt Spirit Mirror 2a Creature - Bird 1 
creatures and/or players, where X isthe numberof verse chantment Fog, When Wola Rat is pt ite 2 graveyard trom pay, 
counters on Som's fma yg Mt the beginning of your upkeep, if there are no Reflection YOU may search your library for a Welkin Hawk card, reveal 

tokens in play, put 2/2 white Reflection creature token into ‘that card, and put it into your hand. Then shuttle your 
ard 2% play, 0 : Destroy target Reflection TE library. EX 
At the bepiing of your you may put a verve cosnter Standing Troops 2 Winds of Rath o** 
on Serra’s Litupy. a, Sacrifice Sera's Litury: Creature ~ Soldier 1/4 
1 gates sabe alsin, vient b be techs AMtacking doesn cause Standing Troops to tap. EXE Gestoy al costes Oat sre enchanted Thay car be 
of verse counters on Serra’s Liturgy. us Staunch Defenders 3 eae Mpenerated. 
} Bie ae Prvature ~ Soldier 34 Worship 3% 
Enchantment When Staunch Defenders comes into play, you gain 4 life. St as loft foe han 1 

: . TE,SE Damage your o 
Mee Gece nets emit. WE +5 a "Udvces it 01 instead if you control a creature. us 
fh uw Oe sum -te 56 Worthy Cause * 

omer 5 Flying. Sumweb can’t block creatures with power 2 or less. ‘Instant 
an o:toon tec oe tty MSE. Bact 2. ace # car ts pa te aw he 

Wes p® Sustainer of the Realm 2% Stciticed creature's toughness. TE 
Custee — Clare 1/2 Sreature — Angel a Wrath of God 2** 
; Flying. Whenever Sustainer of the Realm blocks, it gets +0/+2 Sorcery 
pany bo at acpdlneleh rep fod vntil end of turn. UL Destroy all creatures. They can't be regenerated. 1£-GE,P1 
All damage that would be dealt to target creature this turn Talon Sliver pe Youthful Knight i* 
from a source of your choice is dealt to Shaman en-Kor Creature — Sliver 1/1 Creature ~ Knight a 
instead. SH All Slivers have first strike. TE First strike. SH 
Shield Mate a Tariff pe Zealots en-Dal 3% 
Creature ~ Soldier 1/1 Sorcery Creature ~ Soldier ua 
Sacrifice Shield Mate: Target creature gets +0/+4 until end of Each player sacrifices the creature he or she controls with the At the beginning of your upkeep, if all noniand permanents you 
tum. EX highest converted mana cast unless he or she pays that crea- control are white, you gain 1 lite. EX 
Shimmering Barrier 1am 'WR'S mana cost (11 two creatures are ted for highest cost 
Creature - Wall 18 that player chooses one.) WL BSE 
Cycling 2. First strike, us ‘emper xi* 
‘ 2* Instant 
Creature — Cleric w2 Prevent the next X damage that would be dealt to tarpet crea- 
©: You gain | lite Og eee a oan | fea pve pt 
Ba sag 711 umes om that cesta SH 
Createre — Bird in Tragic Poet * 

" 1 Creature — Townstolk Ww 
Fyn, cling deer’ conse Setrnt Felen tot. SH ©. Sacrifice Tragic Poet: Return target enc cord ton 
lastest * your graveyard to your hand. UL 

Treasure Hunter 2* 

Destroy target blocked creature. SH R = aa Pr 

be a: When Treasure Hunter comes into play, you may return target 
—— Satori ss tau ine: artifact card trom your graveyard to your hand. Ex 
tures you control get +1/4+1 until end of turn. = Grate — Wal in 

~ Kaight "I First strike, ' sion 
—- 1) ae: Soltari Crusader gets +1/+0 until end of ve. rate ~ iin n 

De Flying. Sacrifice Unyaro Griffin: Counter target red instant or 
Creature ~ Soldier Pade oD re 
+; Soltari Emissary gains shadow until end of turn. TE Creature — Cleric 2 
HL-Homelands Vi-Visions SH-Stronghold UL-Urza's Legacy Black-Common 
AL-Alliances WL-Weatherlight EX-Exodus Sitver—Uncommon 
MR-Mirage TE-Tempest US-Urza's Saga Geld-Rare 
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OF THE COAST Status should not be construed as a chal alia 


| Info Connection 


The Duelist advertisers are your 
best source for information about 
their products and services. 

To get more information about any 
product or service, simply tear out 
the card, circle the number on the 
card that corresponds with the 
advertisement, stamp it, and drop it 
in the mail. Best of all, it's free. 

So start gathering the information 
you want and need to stay on top 
of your game! 


ODVOOS 


To subscribe, email 


duelist@pcspublink.com 


or call 
(800) 395-7760 


Mon-Fri, 8:30-5:00 (PST) 


For information about advertising in The Duelist and 
participating in the reader service program, contact: 


P.0. Box 707 © Renton, WA 98057-0707 
Tel: (425) 204-7262 Fax: (425) 204-5928 


® denotes a registered trademark and 1 denotes a trademark owned eather by Wizards of 
the Coast, Inc., or by others. Most product name: th 
that publish those products Use of the name Me 


registered trademark. The Duelist is a trademark of Wizards of the Coast, Inc 


DUELIST 


Advertiser Index 


AD 
CODE ADVERTISER PAGE 

1 1999 Canadian Nationals (Wizards) ...... 94 
http://www.wizards.com 

2 1999 US Nationals (Wizards) ............ IBC 

3 1999 Worlds (Wizards) ................. 18 
Amaring Staee, 23 5 Te os cs ans 48 

4 Arena Outpost League (Wizards)......... 75 

5 Baldur's Gate (Interplay)................ 41 
http://www. interplay.com/bgtales 

6 Blaxxun Interactive: .. 25... .... 050.00 41 


http://www.rubiesofeventide.com 

7. Bloody Roar (Sony Computer Entertainment) 11-12 
http://www.playstation.com 

8 Classic Magic Strategy Guide (Wizards) . . 83 


Dragon: Magazine... ..... 5.5. sce etwases 76 
DIESE GOUNNRE o.oo asic bie ston peee es 16-17 

9 Gathering of Developers................ 43,45,47,49 
http://www.godgames.com 

10°) Gon Gon (Wizards). 50:73. cag ae 39 

11. ‘Get Magle:.. 2... cedeitisds actin ovee 134 

12 GP Washington, DC (Wizards)........... 23 

12. Hasterantobbias’....2.3;.....520:.. n..c0nke 134 
http://www.xmission.com/~hastur 

(La A Ise meta eae eye ee 135 
http://www.iguanas-cbc.com 

15 Jade: Cocoon (Crave Entertainment) ..... IFC-1 

16 MTG Artifacts 2: Bloodlines (Wizards)... . 93 

BF WOON Se 8. eo cree elem eeiee 35 
http://www.nexon.net/kingdoms 

10: FOMRURNGOGES «aS. ska nbeslo cute ec eee 5 

19: 7Oreins (Werards).. if. .2te pees ook os 73 

20 Platoon Daddy Auctions................ 135 

21 GT Londow (Wizards).............0: 0... 9 

22 Rites of War (Mindscape)............... OBC 
http://www.ritesofwar.com 

23 Shattered Light (Simon & Schuster) ...... 44 


24 Star Trek: Double Helix (Simon & Schuster) 15 
http://www.startrek.com 


25 The National Collector................. 129 

26 Thunder & Lightning................... 134 
http://www.ticards.com 

27 =Torment (Interplay) .................... 6-7 
http://www.planescape-torment.com 

28. TepW TOO. tees .s cence tomate 133 
http://www.trollandtoad.com 

29 Urza's Legacy Strategy Guide (Wizards). . . 79 

30 Urza's Destiny (Wizards)................ 2 
Young Jedi (Decipher) ................. 33 


http://www.decipher.com 


The publisher does not assume liability for errors or 
omissions due to last-minute changes to this index. 


HOW TO USE THIS GUIDE 


The prices presented here are the result of a nationwide 
survey of retailers. All prices, high, median, and low, are 
real. The median is similar to an average price (also 
called the mean in high-falutin’ mathematical terms). The 
difference is that the median is an actual value that is 
located in the middle of an ordered list of all values, 
while the mean is the total of all values, divided by the 
number of values. The variations between high, median 
and low reflect the differences in regional supply and 
demand. The index shows the change in the median from 
last month's DPI. Amounts in the index column are black 
when a card's value increases, and red when it decreases. 

The high and low are best used to determine the price 
range for a given card. When purchasing cards, it’s very 
likely that the price will fall somewhere between the 
listed high and low, and is likely to be closer to the 
median than to high or low. 

When trading cards, it’s best to compare their median 
prices. The high and low often fluctuate depending on 
where you are in the country. For the most stable compar- 
ison, the median is the way to go. The tradability rating (TR) 
can also be used to help determine the demand for a card. 


CARD CONDITION 


Mint—-Fresh out of the pack, cards are almost always in 
mint condition. Cards that are not straight out of a booster 
may still be in mint condition but typically are not, unless 
they've been protected somehow since opening. 


Near Mint—Upon first inspection, mint and near mint 
condition cards should seem identical. Near mint condi- 
tion cards are different only by the virtue of one or two 
barely detectable marks. All DPI prices are for mint/near 
mint condition cards. The distinction is so minor that one 
or two indiscernible marks do not devalue the card. 


Very Fine-Bearing one or two small but noticeable 
marks, which can include small scratches, whitened car- 
ners, and minor scuff marks. Very fine condition cards 
are worth about 70-90 percent of a mint/near mint ver- 
Sion of the same card. 


Fine—Cards that have many minor defects—whitened 
corners, scratches, and scuff marks-but no major 
marks, such as creases, folds, or extensive scuff marks. 
Fine condition cards are worth about 60-80 percent of a 
mint/near mint version of the same card. 


G000—Similar to a card in fine condition, but with more 
pronounced defects, or one or two major marks, Good 
condition cards are worth about 30-70 percent of a 
mint/near mint version of the same card. 


Poor—Heavily played, creased, or folded cards are con- 
sidered to be in poor condition. Generally, poor condition 
cards that are not in limited supply have little or no value. 
Poor condition cards that are difficult to find in mint/near 
mint condition are worth about 10-50 percent of a 
mint/near mint version of the same card. 
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game was a onhi saute 
in town. A heck time later, a ae of era flooded the newly 
formed TCG market. Some of those games—like Star Wars—are sil 
with us, alive and kicking. Many others have fallen by the wayside, Over 
the last few years, only a new 
been released. The Pgh —Pok 


been a runaway su 


M. ichael Mtkaelian 
has helped more 
than one Magic 


player get into 
Star Wars by being 


Now, 


possible that you might be able to trade 


more than ever before, it’s 


: : , ; a good trader. 
Magic for Pokémon, Star Wars for 8 


Magic, or Pokémon for Star Wars at 
your local card shop. Though a price 
ruide is a valuable tool when making any trades, this latest 
installment of the DPI can be extra helpful when trading cards 
rom different games. In addition to our complete listing of 
single card prices, the DPI provides Tradability Ratings for 
all three games. Rated from 0-5, now you can compare cards 


youre familiar with to ones you might be interested in from a 


different game, 

If you're a beginner, trading is probably the best way fir you to 
get the cards you're interested in for a particular deck. Here are a 
ce uple of pointers: 


Be sure that you know the rarity of any cards offered to you. If you 


very time someones tr 


aded a rare card for a common and didn’t know it, 
not every rare card is automatically good. Be sure to look at the card and 


a good card 


Even if both sides of a trade are of the same rarity, they will 


ever be worth exactly the s 


ame in cash. It’s not necessary for both sides of a trade to 
des are often off by a dollar or two. Sometimes, you can make up the 
difference by adding an uncommon or even a few commons to the side that's off by a few 
are even worth two or more other rares. When using the DPI for trad= 
ecommended that you use the median price for all cards in the trade. 


It's important that you know what the card does when it's played: 
card is a rare, it might not be a very 


gin the DPI 


1 
ine how good 


good rare. Using the price guide—and the 
in conjunction with your knowledge of the game, you should 


to detern a card is. 


to your advantage to be helpful with new traders. If someone 


s likely to spread it around. If you maintain a good relationship 


with the trade w ou ey will be willing to trade with you again. 


I he most if 


people you 


nportant thin 1g is to have fun. These are games we're talking about, after all. 


The Fine Print-The prices listed are based on the experience of the authors and a se 
presented as a guide for information purposes only. No one is obligated in any way 
Condition, rarity, demand, and the reader's desire to own determine the actual price 
intended or made. Buying and selling is conducted at the reader's risk Neither the aut 
{osses suffered for use of or any typographic errors contained i, this guide, AM value 
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CeNTRAL 

* Blackhills Magic 
914 Main St 
Rapid City, $0 57701 
Contact: Jack Korsen 
Phone: (605) 343-5531 


Phone: (406) 442-8003 
cosmic @centric.net 

* Dragon's Den 
3801 W. 34th St, Suite 115 
Sioux Falls, $0 57106 
Contact: Larry Kohiman 
Phone: (605) 361-4343 


1000 W. Sth St 

Grand Junction, CO 81501 

Contact: Verna Feverborn 

Phone: (970) 243-2963 
* Level 12 

114 W. 2nd St 

Casper, WY 82601 

Contact: Mark Bull 

Phone: (307) 266-5303 


Missoula, MT 59801 
Contact: Scatt Phelps 
Phone: (406) 543-9944 
Scott (a) thesplashpage.com 
Nho-ATLANTIC 
* All Star Comics & Cards 
1151 Quentia Rd. 
Lebanon, PA 17042 
Contact: Kevin Furhman 
Phone: (717) 228-1855 
* Comic Shop Plus 
235 $. 21st St 
Newark, OH 43055 
Contact: Gary Mockus 
Phone: (740) 344-5471 
Saless@infineLcom 
* Comicquest 
1328 Chestnut $t. 
Emmaus, PA 18049 
Contact: Tom Barnes 
Phone: (610) 966-0199 
ti @enter.net 
* Game Trader 
428 Portage Trail 
Cuyahoga Falls, OH 44221 
Contact: Lee McLain 
Phone: (330) 922-4263 
(trader @raex.com 
* Guardian Comics 
114 Smallwood Village 
Waldort, MD 20602 
Contact: Paul Ragsdale 
Phone: (301) 638-0898 
pragséal @ olg.com 
* Legends Collectors Emporium 
1757 George Washington Memorial Hwy 
Glouchester Point, VA 23062 
Contact: Robert Bear 
Phone: (804) 642-5515 
webmaster @legendsmtg.com 
* Richmond Comix 
8517 Midlothian Turnpike 
Richmond, VA 23235 
Contact: Frank Miller 
Phone: (804) 330-3460 
fichmix@ cyberwks.net 
Spellbinders 
257 $. Water St 


Kent, OH 44240 

Contact: Pal Burdick 

Phone: (330) 673-2230 
zuranguy @ aol.com 

Total Access Games 
7217 Stonewall Parkway 
Mechanicsville, VA 23111 
Contact: John Bowles 

Phone: (B04) 559-1124 
total-access @ mindspring.com 


MWhowest 


* Big League Baseball Cards Supply 


* 


Meet the Contributors 


527 W. Sheridan St 
Crown Point, IN 46307 
Contact: Tim Malott 
Phone: (219) 663-7537 
save @big-league.com 
C&C Collectables 
4521 W. Beltline Highway 
= Wi 53711 


Contact: Darryl Wyatt 
Phone: (608) 288-1800 


Phone: (920) 735-1201 
chimera @ iosys.net 
Downtown Comics 
111 W. Pennsytvania St. 
Indianapolis, IN 46204 
Contact: Kevin Dolen 
Phone: (317) 237-0398 
the @indy net 

Dragon Fire Comics 
1800 WLW. B6th St 
Clive, 1A 50325 
Contact: Doug & Jeff 
Phone: (515) 270-5371 
Galaxy Cards & Comics 
2707 Aurora Ave. 
Naperville, IL 60540 
Contact: Dan Piieter 
Phone: (630) 78-1144 
galaxycom! @aol.com 
Heroes Comics 
4562 Chloe 

Pikeville, KY 41501 
Contact: Ben Crisman 
Phone: (606) 432-4376 
In Your Face Comics 
2350 E. Stop 11 Rd. 
Indianapolis, IN 46227 
Contact: Alex Heminger 
Phone: (317) 888-9961 
angelal @ iquest.net 
Kahok Cards 

104 $. Morrison 
Collinsville, IL 62234 
Contact: Michael Castelli 
Phone: (618) 345-6453 


Phone: (616) 452-1348 
rex2man@ aol.com 

S & S Collectibles 
3506 $. 22nd St 

St. Joseph, MO 64503 
Contact: Sam Bradtord 
Phone: (816) 233-4413 


25212 Harper Ave. 

St Clair Shores, MI 48081 
Contact: Howard Dawson 
Phone: (810) 772-2020 


TRIBUTORS 


phd! 1 @juno.com 

The Tenth Planet 
200 W. Lincoln Hwy. 
Schereville, IN 46375 
Contact: Matt Johnson 
Phone: (219) 322-2902 
merlin @ netniteo.net 


NORTHEAST 


West Hartiord, CT 06110 
Contact: Vince Seese 
Phone : (860) 231-1915 


Jam's Comic Connection 


Lenox, MA 01240 

Contact: Bill Mitkott 

Phone: (413) 637-3243 
Millenium Games & Hobbies 
3047 W Henrietta Read 

Rochester, NY 14623 

Contact: Edward Fear 

Phone: (716) 427-2190 


peg eg 


NorTHwesTt 
* 


1210 First Steet 
Snohomish, WA 98290 


Contact: David Gerrard 
Phone: (360) 568-1785 


ee OR 97401 
Contact: Stuart Bracken 
Phone: (541) 345-2568 
* Gambit Games 
1037 Northwest Brooks St 
Bend, OR 97701 
Contact: Brad Irwin 
Phone: (541) 330-8196 
Games Plus 


17612 140th Ave. WE 
Woodinville, WA 98072 
Contact: Donald Forbis 
Phone: (425) 485-7285 


Contact: Ken Somerville 
Phone: (208) 368-5277 
somerent @ micron.net 

SouTHeastT 

* 
1430 Highway 70E 
Dickson, TW 37055, 
Contact: Mart Amoroso 
Phone: (615) 446-6057 
bikthra! @ aol.com 

* Bunjee’s Books and Comics 
1414 Highway 16 W. 
Griffin, GA 30223 
Contact: Bill Phillips 
Phone: (770) 412-6723 
smivvins @ aol.com 

* Games & Things 
1575-€ Fort Campbell Blvd. 
Clarksville, TW 37042 
Contact: Kenneth Hawkins 
Phone; (931) 553-0381 


Phone: (819) 781-4263 
Gamesgalore @ compuserve.com 
* Neutral Ground - Atlanta 
281 South Main Street 103 8 
Aipharetta, GA 30004 


Oavenport 

Phone: (912) 953-7867 
ded 127 @aoLcom 

*U 


Charlotte, NC 28226 
Contact: Jason Vogt 
Phone: (704) 543-7400 


inderground Games 
83-16 Pineville-Mathews Road Suite 903 


SoutH 


* Bibliotech Books and Comics 


Hc i dra 
Comix 


Phone: (505) 434-9350 
evocom @wazoo.com 
* Grand Slam Sports & Comics 
3436 Williams Rd. 
Fort Worth, TX 76116 
Contact: Chuck Royal 
Phone: (817) 244-7311 
magic_grandslam @hotmail.com 
* IWory & Steel 
1585 Cimarron Plaza 
Stillwater, OK 74075 
Contact: Jason Lewis 
Phone: (405) 372-3905 
ivoryst! @ionet net 
* Pegasus Loft 
3808A Kemp Bivd. 
Wichita Falls, TX 76308 
Contact: Shelton Fugate 
Phone: (940) 692-7571 
peglott @wt.quik.com 
West 
* All Star Baseball 
912 S. Robertson Blvd. 
Los Angeles, CA $0035 
Contact: Richard Lo Scalzo 
Phone: (310) 652-2904 
allstarcards @ earthlin.net 
* Amazing Comics & Cards 
5555 Sterns Street Suite 103 
Long Beach, CA 90815 
Contact: Dan Farias 
Phone: (562) 493-4427 
amazingcomicscards @ worldneLatt net 
* Arizona Collector's Paradise 
1649 WM. 74th St 
Scottsdale, AZ 85257 
Contact: George Velez 
Phone: (602) 970-6744 
azpat @ aol.com 
* BCS Books & Comics 
701 Inwood Dr. 
Bryan, TX 77802 


Contact: Guy Jones 
Phone: (409) 846-7412 


Ainambra, CA 91801 


Phone: (107) 444- 2288 

Oss 1ncrp@ mail.northcsasicom 
* Thunder & Lightning Cards 

1716 Colorado Blvd. 


Phone: (323) 341-5600 
gaming @aol.com 
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Be Pack $349 $299 3 


$5.00 
1499 
21.99 
17199 
1799 
1199 


A $050 
Alakazarr H 15.00 
Arca 2.00 

R 70 
8 100 
Blastonse 4 1600 
Bulbasa 050 
terp 050 
hansey H 1500 
hariza H 2500 
harmande 075 
harmele 150 
jetanry H 1500 


150 138 
4 1.00 
100 x 
100 «(088 
050 025 
10.00 x 
700 x 
700 x 
075 8 
1.75 x 
1.50 x 
050 0 
050 5 
150 i) 
050 

050 

0 «(10 
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300 8 
100 x 
6H 38 
50 30 


3888: 


600 4 
600 4 
200 3 


R 500 30 1 Ww x x 
ergy 050 3 
1200 x x y X 
150 oO 
075 ah 
100 ui] 
1.50 0 x 
8.00 : 5 
H 00 0 50 ‘ 
150 x 
050 
H 1600 x x 
15.00 x Li x 
J 125 x 5 25 
H 15.00 x 00 y 25 
050 5 yy R aR 30 x 
» 7100 O Li) X 
050 8 
150 
J 150 88 0 4 4 X x 
1.50 x C 
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Berserk 45.00 
Paradise R 3oa0 


Blaze of Giory R $5.00 
Blessing R 1900 


R 2a0 


kwork Beast Rk 0a 


katrice R W265 
rate | 2040 


tract from Below | 3000 


18.00 


espe 15.00 


3.00 


3.00 
10.00 


R 10.00 
ney R 1000 
R 25.00 


us Egg R 10.00 


Goblin Balloon Brigade 


ron St 


f Urza 
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d Sanctuary 


Keldon Wartord 


Korn 


us Be 


8.00 
10.00 
200 
200 
255 
200 
20.00 
100.00 
2 300 
aa 00 
12500 100.00 
— 20 
20 
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050 1 
050 1 
500 3 
200 2 
300 2 
200 2 
200 2 
300 3 
500 3 
200 2 
050 1 
30 3 
40 3 
200 2 
200 2 
075 1 
200 2 
500 3 
7000 3 
400 3 
50 2 
500 2 
600 3 
150 2 
200 2 


Mana Flare 
Mana Short 


Uae 20 20 2 R 2 
R 2a 1000 «50 2 R 4 
RR 00 «Bm 3 R 

R PR 1200 500 2 

R ae 0 300 3 . 

R 1200 300 3 & 

R 20 300 2 2 
R 20 200 2 15.00 200 3 
R ae 30 2 400 200 2 
R @ORR0 180.00 12000 5 1400 50 2 
R Ze 18000 12000 5 10.00 50 2 
R 22OGH 10000 1000 5 RUS 00 «5h 
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O by Alex Shvartsman 


Star Wars Sets & Singles 


The Phantom Menace craze is everywhere, so we gave in and 

decided ut a little about the life and times of the Star Wars 

CCG at our supportin, 

card sets released for Star Wars is the most po rt customers. 
/ 


The answer, almost unanimously, was Special Edition. Dealers 


l 


ores. We asked whicl he erous 


attributed its success to everytht ig from / new cards to the 


novelty of the set. Opinions about Star Wars single 
varied, but Darth Vader beat out all other cards in the polls it 


seems players enjoy embracing the Dark Side and harnessing the 


power of the fallen Jedi. 


* What Star Wars CCG expansion set do you sell most often? 


* What’ most requested Star Wars CCG 


Mox Ruby R ZR) 000 12000 5 R O2Re 1530 500 3 
Max Sapphire R Z2BG0 18500 12000 5 om 200 20 2 
Nati R 2 2900 WO 3 R SRS 2500 1400 3 
RR 00 3m 300 0 20 2 
U a 30 «620 2 R PRSOG 3500 1500 4 
Re 0m WM 4 Ree 1500 3 
RG 2250 WOO 3 om 20 20 
RB nO 50 7 R SSS 36.15 500 4 
Js a 20 «(20 2 Ree 1500 500 
Jr )/ aa 20 200 2 Be 00 30 
Ircash Oriftamene ) Smee 250 «6200 2 BM 60 60 
i R Be wo 5.00 R S08 4000 600 4 
om 200 «22 2 38 (200 «(20 
a 20 «2200 2 6H 1350 80 
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Smoke R 
Sal Ring U 
Soul Net U 
Stasis R 
Steal Artifact U 
Stone Giant U 
wunglasses of Ura sR 
Swords to Plowshares U 
Taiga R 
Thicket Basilisk U 


Thoughtlace R 
Throne of Bone U 


Timber Wolves R 
Time Vault R 
Time Walk R 
Timetwister R 
Tropical Island R 
Tsunam U 
Tundra R 
Tunnel U 
Two-Headed Giant of Foriys R 
Underground Sea R 


DRAGON’S DEN 


Special Edition is the bestselling set to date. It's the newest poo! of cards available and is a 
large set that is taking people longer to complete. 


8.50 

65.00 

200.00 
WS 135.00 
4500 39.13 
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; Basalt Monolith 
; Bayou 

> Berserk 

: Birds of Paradise 
? Black Knight 

: Black Lotus 

> Black Vise 

2 Black Ward 


> Blaze of Glory 


3 Blessing 

; Blue Elemental Blast 
; Blue Ward 
; Bog Wraith 
> Braingeyser 
; Burrowing 
$ Camouflage 


: Castle 
: Celestial Prism 
: Channel 


: Chaoslace 
: Clockwork Beast 


Clone 


: Cockatrice 


Higt 


Med 


Millennium Falcon is the most demanded single card. We can't even keep those in stock. 


Uthden Troll 
Verduran Enchantress 
Vesuvan Doppelganger 
Veteran Bodyguard 
Volcanic Eruption 
Volcanic Island 
Wall of Air 

Wall of Bone 

Wall of Brambles 
Wall of Fire 

Wall of ice 

Wall of Stone 

Wall of Swords 
Wall of Water 
Wanderlust 

Warp Artifact 
Water Elemental 
Web 

Wheel of Fortune 
White Knight 
White Ward 
Will-0'-The-Wisp 
Winter Orb 
Wooden Sphere 
Word of Command 
Wrath of God 
Zombie Master 


wmemenwmwmeoecwmwmeoewmocecececerxzxzmz, 
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Complete Set 4200 $3,500 
Booster Display 3800 3000 
Booster Pack 7% 123 
Starter Display 2750 2500 
Starter Deck m 250 
Typical Common 1m 10 
Air Elemental U $400 $350 
Ancestral Recall R 24500 162.50 
Animate Artifact U 230 200 
Animate Dead U G88 250 
Animate Wail R 860 60 
Ankh of Mishra R WOO 800 
Armageddon R 4500 30.00 
Aspect of Wolf R We 800 
Bad Moon R OO 1800 
Badlands R S000 4000 
Balance R S000 2525 
1146 JULY 1999 
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: Consecrate Land 

+ Conservator 

; Contract from Below 
? Control Magic 

: Conversion 

? Copper Tablet 

+ Copy Artifact 

> Counterspell 

; Crusade 

Crystal Rod 

: Cursed Land 

} Cyclopean Tomb 

: Dark Ritual 

; Darkpact 

+ Deathgrip 

} Deathlace 

+ Demonic Attorney 
? Demonic Hordes 

> Demonic Tutor 
 Dingus Egg 

? Disenchant 

} Disintegrate 

: Disrupting Scepter 
; Dragon Whelp 

: Drain Life 

; Drain Power 

+ Dwarven Demolition Team U 
} Earth Elemental 
: Earthbind 
EE = € =e oe  thouake 
? Elvish Archers 

: Evil Presence 

} False Orders 

H Farmstead 

}  Fastbond 

? Feedback 

? Fire Elemental 

: Fireball 

? Flashfires 

: Fog 

; Force of Nature 
> Forcefield 

> Forest 

> Fork 

; Fungusaur 

: Gaea's Liege 

H Gauntlet of Might 
: Giant Growth 
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21.20 
15.00 
8.10 


15.00 


925 


13.00 


10.00 


10.00 


RON KR WOWN NR eS BNR WN NR ENN WOWWWUWUNWUWUUWUNnN eB ennwuwnn 


Glasses of Urza 
Gloom 


blin King 

nite Gargoyle 
Green Ward 
Healing Salve 
Helm of Chatzuk 


Holy Strength 
How! from Beyond 
Howling Mine 
Hurtoon Minotaur 
Hurricane 
: Hypnotic Specter 
> lee Storm 
Icy Manipulator 
llusionary Mask 
Instill Energy 
? Invisibility 
> tron Star 
lronclaw Orcs 
> Island 
Island Sanctuary 
Wory Cup 
Jade Monoith 
Jade Statue 
Jayemdae Tome 
Juggemaut 
Jump 
Karma 
Keldon Warlord 
Kormus Bell 
Kudzu 
Lance 
Ley Druid 
Library of Leng 
Lich 
Lifeforce 
Ufelace 
Lifetap 
Lightning Bolt 
Living Artifact 
Living Lands 
Living Wall 
Uanowar Elves 
Lord of Atlantis 
ord of the Pit 
ure 
Magical Hack 
Mahamoti Djinn 
Mana Flare 
Mana Short 
Mana Vault 
Manabars 
Meekstone 
Mertolk of the Pearl 
Mesa Pegasus 
Mind Twist 
untain 
Mox Emerald 
Max Jet 
Mox Peart 
Max Ruby 
Mox Sapphire 
Natural Selection 
Nether Shadow 
Nettling Imp 
Nevinyrral’s Disk 
Nightmare 
Northern Paladin 
Obsianus Golem 
Orcish Artillery 
Dreish Oriflamme 
Paralyze 
Pearled Unicom 
Personal Incamation 
Pestilence 
Phantasmal Forces 
Phantasmal Terrain 
Phantom Monster 
Pirate Ship 
Plains 
Plateau 
Power Sink 
Power Surge 
Prodigal Sorcerer 
Psionic Blast 
Psychic Venom 
Purelace 
Raging River 
Red Elemental Blast 
Red Ward 
Regeneration 
Regrowth 


Goblin Balloon Brigade 
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075 


25.00 


075 
O75 


125.00 
125.00 
125.00 
125.00 
120.00 
10.00 
400 
200 
10.0 
10.00 
300 
2.00 
200 
200 
075 
075 
300 
O75 
200 
075 
200 
200 
0.25 
12.00 
075 
200 
1.0 
8.00 
075 
200 
20.00 
075 
200 
075 
200 
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: Wet 


: B 


High Med 


1400 109 
R 00 ¥ 
R 1500 10.0 
R 200 x 00 
J 250 » 20 
R 3500 50 0M 
) 250 x x 
f 200 ¥ 15 
R 5000 0 1200 
R 2500 x 
200 (1m 
U 490 x 0 
R S000 4000 1200 
C 2 10 075 
{ 200 x 5 
R 2000 x x 
U 00 000 600 
U 2500 800 40 
200 10 «(1m 
" R 5000 4000 1200 4 
Simuttac U 300 x x 
C 200 y 200 
iren's Cal U 400 y 20 
Sleight of Mind R 1200 x 3.00 
Smoke R WOO 8 2.00 
U 200 648 20 
U 200 0 200 
{ 2.00 0 O75 
R 1500 x 4 
U 250 Oo 200 
Stone Grant U 250 0 200 
Stone Rair f 2.00 x 075 
Stream of Life 300 0 10 
: Sunglasses of Urza R WO 8O 200 
2 Swamy 200 100 025 
Swords to Plowshares U 2000 0 800 4 
R S000 400 2.00 
3.00 0 O75 
t Basilisk U 300 200 
Thoughtlace R 8690 200 
Throne of Bone U 200 Of 200 
imber Wolve R 000 70 300 
Time Vault R 75.00 0 3500 4 
Time Walk R 24500 20000 145.00 
Timetwister R 19600 15000 5.00 
Tranquility 2 1 1S 
= Tropical Island R SOM 400 y 
: U 250 20 
R S800 4006 $ 
Tunnel U 250 li 
Wnddie ‘| 
Two-Headed Gant of ForysR = 6000 45.88 
? Underground Sea R 5000 400 : 
= Unholy Strength 2 10 
> Unsummor 2 1 
> Uthden Trol U 400 ( 
> Verduran Enchantress R 1000 706 
: suvan Doppelganger R 4000 3500 2500 
= Veteran Bodyguard oR WOO 122 
> Volcanic Eruption R 00 8 
Volcanic Island R SO 4 ‘ 
Wall of Ai U 300 
Wall of Bone 2.00 
> Wall of Brambles U 250 
+ Wall of Fire { 250 
Wall of Ice U 250 
Wall of Stone l 250 
Wall of Sword U 400 
of Water U 250 0 20 
dertust U 250 o | 
Warp Artifact R 800 x 2.00 
Water Elemental J) 250 ¥ 2.00 
R 800 x 200 
> Wheel of Fortune R 3500 2500 700 
te Knight U 600 800 400 4 
U 30 20 200 
C 200 0 O75 
R 2200 0 600 
Winter Ort R 200 2000 300 4 
Wooden Sphere I 200 0 200 
Word of Command R 6500 4800 2900 
Wrath of God R S000 334 600 4 
> Zombie Master R 1000 0 500 
3 UNLIMITED 
> Complete Set $2,950 $2500 $1,600 
D S500 2375 200 
2% wo 0m 4 
1 Display 200 1875 1500 
Starter Deck mM m W034 
Typical Comme 050 0.0 
> Air Elemental USO $150 Sim 
: Ancestral Recall R WOOO 14000 8000 5 
: Animate Artifact UPR 100 035 
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1.00 
350 
400 
8.00 
400 
8.00 
15.00 
6.00 
1.00 
15.00 
30.00 
8.00 
2.00 
275.00 
2.00 
1.00 
2850 
5.00 
1.00 
1.00 
9.00 
1.00 
6.00 
1.00 
1.00 
1.00 
60.00 
3.00 
400 
5.05 
5.00 
8.00 
1.00 
415 
2.00 
1.00 
800 
700 
2.00 
150 
1.00 
1.00 
40.00 
0.50 
450 
1.00 
3.00 
3.00 
195 
6.00 
4.00 
0.30 
400 
200 
400 
5.00 
1.00 
050 
5.00 
5.00 
1.00 
200 
400 
6.00 
1.00 
1.00 
0.50 
1.00 
8.00 
80.00 
18.00 
5.00 
5.98 
90.00 
100 
1.00 
1.00 
600 
100 
100 
025 
400 
5.00 
0.25 
8.00 
0.25 
1.00 
300 
1700 
25.58 
3.00 
1.00 
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1.00 
400 
1.00 
40 
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1600 
1000 
6.00 
100 
300 
300 
6.00 
$00 
200 
2.00 
300 
45.00 
3.00 
5.00 
200 
300 
600 
5.00 
1 
10 
8.00 
1200 
300 
6.00 
1200 
a0 
6.00 
0.00 
5.00 
60 
10 
600 
175.00 
175.00 
7500 
175.00 
195.00 
3000 
600 
300 
1200 
12.00 
600 
200 
200 
200 
10 
6.00 
1m 
200 
10 
400 
6.00 
20 
10 
500 
100 
50 
1.00 
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40.00 
1.00 
100 
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190 
1.00 
0.50 
3.00 


0.50 
075 
2.00 
100 
0.59 
075 
075 
075 
0.88 
149 
249 
5.00 
365 
0.50 
400 
2.00 
0.50 
5.73 
1.00 
063 
6.00 
0.75 
063 
250 
023 
3.00 
0.50 
1.88 
3.00 
800 
4.00 
1.00 
300 


RSRERSRESESERESSERREEREERRSEREE 


REESERE 


8 


RRSEREREEESSESSESESSESEEERRREREEER 


tem 


SEEGEEEGEEEESEEE 


SIBLEY LUMBER CENTERS 


Special Edition sel/s the best because it is the n 


Sense and Alter, uncommons from Premiere, have 


Vader is very popular as well 


weeccoom~mamwmwmroccwmoocecwmomwmwmeowrwmemrwmwmwmwrwmwmwMmwMmwmwmcwmwmoecwmwmoewmoceecwwo>cs 


Ste 
BREBEER 


BSEESEESEERSERRESRRERE 
TS ee cee re te ae Te Eee eee eR ne 


BEESSRSSEESEREERREEESESESEES 


Item 


mong the most reques. 


SEeeeecisassssssessalesSeslsssssaseseSsesssessesesks 


fed ¢ 


s 


BERESESSSRSSERESESESSESESRSSESESERESSEESERSERESSEREES 


0 


s. Darth 


1 
4 
1 
1 
1 
1 
2 
1 
1 
2 
1 
1 
1 
1 
4 
1 
1 
1 
1 
1 
1 
1 
4 
1 
t 
1 
t 
1 
1 
3 
2 
1 
4 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
3 
1 
1 
2 
4 
1 
- 
1 


emmmmeoeorcecewmoocwmonrmmwmmewmowmeowmwmoecewmeowmocecwmowmowmwmeoocococwmwmwmwmrmececceecwmeowmoocwmeowmoocwmeonrmwmrmmeoWMocBMZDBMBMoOCCeCBMZWZeC 


BEBSESSESBESEESEES 


8 


BSSEERERERSEESRESESRESEEEERERERERERERERESERERSEEEEREERERSESRESEERESEEESEERSERESEEERREEEES 


xt ab ad RO wad xd ED ot ae wed xt wd at wt ad ed wt et Set wt wet ah et wet wed met ad es et wt wt wt ts wet dt tk dt wt dk et ot ed ed et et et et ot et ot ed ot at ot ot OD AD wt wt wt wt wt & ww 8 wt ot wt ot ot ot ot 


tem 


wmweeewmeocecce wm wmeowmamwmeoenwmwmrmccwmwmwmawmoocwmoocecewmeoocwmwawmeawmeowrmowrwrwrwrwrwmrwmwrwrwywrcwwmwmwMmMerewmocewmwmwmoceccewmwmwmwmoewmMmoocwmoocBZWTBBMOWMWMWMO CS 


BESEEEEREE 


xt ob at od > at AD met et wd AS GD et ed ed et et et et ed et et et ed ee et ed et et ae ee ets ed we A Se wt et ed wet wet AD we wk AD med AD met ie mes wet wed wet ek wd etd ed ed wets at ws ot ed wt ws ak od wt ot ot tt od ett et et et et et et es wt 08 et et wet wt wt wt tt 


SERSESEESSESBEREEBESRRERREEEEREREEESEERESREEEES 


BREERERSEREEEESESRESERERSEESEERRSRREESRESEEE 


0.05 


A 


i] 
42! HEE ATH LET AHTEE 


- 


SSSSSSASSSSASSSASSHSSHHSSAHggggsgss 
SSSSssssssssssssssssss 


alt 


Seeeae mre > Pe Se SP Pe PPP ee SPSS ee ee See eee 


ill, § 
plies THM TEE iH 


38 S9SASSSSSSSRSSS ASNT OQ SKAgARgggaggsaggagageagagggaggggsaguagagagsagggaggggaaa 
SsSUSEUSESSeeaaaazaaacesnaetaacetereeneenaaneetttene: 


S35889983859ssssss 


3 y ee iis! 
FATHER PT 


i 


SARATOGA SCI-FI 


§ 


SSSSSSSSSSSSSssssssssssss 


it 
gs 


es 


ow 


ark-Side packs too, so people can more eas 


far set is Special Edition, mostly because it's new-the latest Star Wars CCG 
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GAMES PLUS 


yopular Star Wars ex 


Star Wars sales h, 


Hell's Caretaker 
Horn of Deatening 
Wory Guardians 
Jatum Tome 
Jeweled Bird 
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Winter Orb R600 400 200 4 

Wolverine Pack UD 059 021 

Wooden Sphere Ute 050 0251 

Word of Blasting UM 059 021 

Wrath of God ROO 600 30 4 

Wyluli Wor! Rams 300 201 

Xenic Pottergesst Roa 300 1501 

Zombie Master R500 300 2001 

Zur’s Weirding R $00 33 201 
CHRONICLE - 
$35.00 ; 

7100 

2% 

005 

$025 

050 

050 

050 


Booster Pack 
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en Star Wars 


= Wall of Opposition US 100 6050 1 
= Wall of Wonder US 100 049 1 
> Witch Hunter WB 100 050 1 
> ira Arien U 200 050 1 
= Yawgmoth Demon =U 200 050 1 


Renaissance was produced in French, German and Italian to : 


make available in those languages all of the cards that 


appeared in Chronicles, if thay were not already. As a result i 
Italian Renaissance does net include any cards that orgenalty = 


appeared in Legends or The Dark. 


: $385 $300 $250 2 
> Typical Card iO 02 ow) 
? Abomination $200 $063 $025 1 
= Angry Mob 2 083 025 1 
Ball Lightning 1200 80 50 4 
? Black Mana Battery 2 06 0251 
? Blue Mana Battery 2 083 025 1 
? Carrion Ants 2 150 021 
> CoP: Artifacts 20 150 0251 
? Clockwork Avian 200 063 025 1 
> Colossus of Sandia mm 20 0251 
? Cosmic Horror a0 083 «025 1 
: Crimson Manticore 2 08 0251 
? Dhine Transformation 2 10 0231 
2 Eider Land Wurm 20 083 025 1 
 Fellwar Stone 20 10 0251 
Green Mare Battery 2 083 0251 
> Hur Jackal 2 025 0251 
Inferno 30 100 0251 
> Junin Efreet 300 083 0251 
? Killer Bees 10 20 021 
? Kismet 200 10 021 
> Land Tax 4 350 20 2 
? Leviathan 40 150 025 1 
? Lost Soul 2 02 025 1 
? Mana Clash 20 083 025 1 
2 Mishra's Factory 60 450 19 3 
= Rag Man 7 100 «(025 1 
? Red Mana Battery 200 083 025 1 
Shapeshifter 20 083 (025 1 
Spirit Link 4 30 0251 
? Strip Mine 60 400 19 2 
= Sunken City 2 02 0” 1 
> Syivan Library 60 40 30 3 


et 


0 
. 


3 Kenic Poltergeist 


Clockwork Avian U 


: 7m 08 
: Time Elemental 6m 150 
= Triskelion 1m 20 
> Urza's Avenger 2 08 
2 Whirling Dervish 7m 10 
: White Mere Battery 2 (08 
3 Winds of Change 1m (20 

2 (0883 
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? Complete Set Sim $900 «($750 4 
= Booster Disphay Smo 4275 3613 5 
> Booster Pack > 8900 700 4 
2 Typical Commen 7m 10 031 
= Abu Ja Far US SBIR $500 $200 
> Aladdin ve ae 700 «(200 
2 Aladdin's Lamp v2 ee 500 «30 
> Aladdin's Ring v2 Se 500 «30 
> Al Baba Us 449-200 
Ab trom Cairo v2 TESO 7500 sa00 
Army of Allah Ce 500 (10 
Bazaar of Baghdad 6S T2SRR 1400 800 
Bottle of Suleiman U2 Ee «2500 «300 
Brass Man us 300 «10 
Camel cs ee 200 «030 
City in a Bottle U2 Se 1500 «6 
City of Brass US SO 2500 1000 
Cyclone U3 e500 «200 
Dancing Scimitar U2 (ISR 500 200 
Desert cn Oe 300 030 
Desert Nomads cS ee 200 «030 
Desert Twister us 400 
Duamond Valiey U2 GMB 5525 4500 
Drop of Honey v2 SRB 4000 2000 
Ebony Horse v2 ee 500 «200 
Elephant Graveyard U2 GR 2500 2000 
EHagay U2 ee 500 «3 
Erhnam Djinn U2 "BGGR 2500 1000 
Eye for an Eye U3 ee 500 
Flying Carpet U3 500 «200 
Flying Men cS 500 «300 
Guardian Beast U2 HSB 6000 4000 
Ith-Bitf Etreet U2 SEGRE 2635 1500 
Island Fish Jasconius U2 ORB 500 250 
Island of Wak-Wak U2 (MGI 35.00 2000 
= Jandor’s Ring U2 ie 500 (20 
? Jandor’s Saddlebags U2 HIE 500 200 
> Jeweled Bird U3 450 «300 
> Jihad U2 SERRE 3913 2700 
> Junin Efreet v2 e700 (30 
Juzien Djinn U2 QORBO 16750 9900 
Khabal Ghoul U3 "AGB 3000 2090 
King Suleiman U2 ee 1500 000 
Kird Ape cs RR 225 10 
Ubrary of Alexandria U3 (BGG 10000 7000 
Magnetic Mountain U3 EB 2500 200 
Merchant Ship U3 SB «600 «400 
Miyae Djinn v2 Se 700 «300 
3 Moorish Cavalry cs SMe 250 030 
> Mountain Ci Sa 500 20 
> Oasis Us 359 «100 
= Old Man of the Sea U2 SMM 33.00 1100 
> Oubliette Co Se 400 10 
> Pyramids v2 See 2000 00 
? Repentant Blacksmith U2 TMM 400 100 
Ring of Marit U2 (AOR 3200 1500 
Rukh Egg C3 ee 1000 «200 
Sandals of Abdallah U3 WM 600 400 
Serendib: Djinn U2 a 2000 000 
2 Serendib Efreet U2 TRS 2500 1000 
= Shabrazad uv a 20 
> Sindbad U3 S500 «(200 
3 Singing Tree U2 GBD 3000 1600 
= Sorceress Queen U3 SR 800 6 
= Stone-Throwing Devis C4 WRN 500 200 
= Wytuli Wolf cs Ree 400 1 
2 Yiwen Efreet v2 a 1000 «400 
aS 6hFINTIQUITIES F&F 
3 Complete Set $350 $265 $20 5 
3 Booster Display So 80 «6B 4 
? Booster Pack 00 2000 wo 4 
3 Typical Common 10 050 0251 
? Argivian Archaeologist U $4200 $3500 $2000 3 
? Armageddon Clock U2 S00 400 100 1 
2 Ashnod’s Altar 30 200 1001 
? Ashnod’s Battle Gear U2 300 200 100 1 
? Ashnod’s TransmograntU3 200 «150 100 1 
3 Atog C4 200 (095 (030 2 
? Bronze Tablet U 60 40 191 
? Candelabra of Tawnes U S000 3555 2500 3 
? Citamul Druid 3 4 30 101 
om 550 201 


= Colossus of Sandia =U 


: item 


WO 80 40 2 
CoP: Artifacts U3 80 400 19 1 
Coral Helm USM 380 1501 06 
> Cursed Rack C2 10 021 
Damping Field 400 30 19 1 
Detonate U3 40 20 19 1 
Dragon Engine C2 
: Dwarven WeaponsmithU3 309 200 100 1 
> Energy Flux wu 30 20 191 on 
: Feldon's Cane Cem 500 101 
Gaea's Avenger Ue 1200 5001 
Gate to Phyrexia i 400 30 19 1 
: Goblin Arisons = US| 1.50 1.00 1 
> Golgothian Sylex U7 8m 60 201 
? Haunting Wind wa 243 100 1 
> Hurkyl's Recall 3 50 400 191 
2 bvory Tower i 8 600 30 2 
: Jalum Tome W800 400 150 2 
3 Martyrs of Kors «= «US| 400150 1 
= Mightstone U3 40 338 «(150 2 
Miltstone U3 100 600 300 2 
Mishea’s Factory (Fall) U 3200 900 500 3 050 
Mishra’s Factory (Spring) C 7200 850 200 3 
Mishra’ Factory (Summer) “1200 1000 690 3 
> Mishra's Factory (Winter) U 2000 1200 500 4 
3 Mishra's War Machine U 400 300 100 1 
? Mishra’s Workshop  U S50 2550 1200 4 
Obelisk of Undoing U7 em 40 1901 
Onulet 3 400 200 101 
Phyrexian Gremlins C4 400 100 030 1 
Power Artitact WSO 40 1501 
Powerleech 40 300 1501 
Primal Clay 3 400 20 10 1 
Ralaite 6 40 20 101 
Rocket Launcher 60 300 18 2 
> Shapeshifter U7 40 1801 
: Shatterstorm U6 40 1501 
Svip Mine (Merrow Steps)U 7000 800 300 3 
: Stip Mine (Small Tower)U W049 800 300 3 
2 Strip Mine (Wide Steps) C 11200 600 100 2 
> SyipMine(WideSeps Sy “49 800 300 3 
: Su-Chi i 600 463 100 2 
: Tawnos’s Coffin U BO 20 0H 2 
2 Tawnos's Wand U3 30 165 101 O15 
: Tawnos's Weaponry U3 GOR 175 100 1 025 
Tetravus U8 50 150 2 
> The Rack we 250 101 
2 Titania's Song i 408 300 191 
>: Transmute Artifact U3 48) 330 150 1 
2 Treskehon U) 700 548 150 2 
> Urza's Avenger U WO 650 30 2 
Urza's Miter U 808 600 30 2 
> Wall of Spears i 30 10 O80 1 
? Weakstone 400 300 101 
? Kenic Poltergeist i 400 30 191 
> Yawgmoth Demon U We 6 31 
; LEGENOS 
Complete Set me $925 $m 4 
: Booster Display 1am 100 850 5 
: Booster Pack Sm 30 00 5 
> Typical Common mm 050 Om 1 
Abommnabon U Re $200 $1 1 
= Abyss, The R SRR 5000 2000 4 
: Acid Rain Re 10 «6 2 
Active Volcano C2 ae 050 «60 1 
3 Adun Oskenshield  =R ME 1000 §00 2 
= Adventurers’ Guildhouse U SR 86225 «100 1 
: Arathi Berserker U Ra 30 «201 
Akron Legionnaire Ree 6600 «630 1 
; A-abara's Carpet Re 6900 «500 2 
> Alchor's Tomb R Wee 1000 «500 2 
> Al Hallow's Eve R AZO 3500 1000 3 
Amrou Kithkin C2 me 6050 «(OM 
> Angelic Voices Ree 8 6 
> Angus Mackenzie R Zee 1000 «400 2 
Anti-Magic Aura Cha 610 «(0 
Aeboria UR 400 «(2501 
Arcades Sabboth Ree 1200 «500 2 
Avena of the Ancients R EORMR 600 400 2 
Axelrod Gunnarson Re 680 4 2 
> Ayesha Tanaka RO 60 OM 2 
Azure Drake UDR 300 201 
: Backdraft UR 30 201 
Backfire UR 30 201 
3 Barktooth Warbeard =U TZ 400 200 1 
> Bartel Runeaxe R ee 1000 «500 2 
Beasts of Bogardan «=U 200 «100 1 
: Black Mana Battery U (OR 398 200 1 
3 Blight UR 300 200 1 
: Blood Lust U Rae 30 201 
Blue Mana Battery U SRM 395 200 1 
+ Boomerang C2 me 2075 «1 
2 Boris Deviboon R me 1000 400 2 
= Brine Hag UR 30 201 
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Bronze Horse ROS 600 «2501 $0 20 1 = Tempest Efreet RUM 6m (21 v2 a 150 
Carrion Ants RW 850 30 2 500 200 1 2 Tetsuo Umezawa Re 1500 500 2 uv 72m 100 
Cat Warriors C2 RRP 050 Om 1 72.0 500 2 = Thunder Spirit R 30 200 8M 3 v2 10 
Cathedral of Sera UU 3001.00 1 10.00 250 3 : RUB 00 «Sm 2 U2 2 125 
Caverns of Despair = R RM 1000 400 1 1200 50 2 = Tobias Andrion U Pa 30 201 U8 50 

Chain Lightning C2 ROD 398 250 2 1200 200 1 > Tolaria wv Oa 30 20 2 C3 eB (025 
Chains of Mephistopheles R "2500 1798 900 3 1200 200 1 = Tor Wauki Uae 30 201 a 025 
Chromium R OD 1280 500 2 1249 500 2 : Ua 330 201 C3 980 025 
Cleanse R AM 1500 500 2 500 500 2 ; Ua 30 2m v2 ae 500 
Cocoon U 7am 300 2001 60 500 2 = Trassic Egg Rm 60 «3001 U 60 40 
Concordant Crossroads R MND 640 500 2 4000 500 2 > Tuknir Deathlock Re 00 Sm 2 U 6m 400 
Cosmic Horror RG 600 3001 500 20 1 > Tundra Wolves C2 ame 0m «OM US soo 

Craw Giant U RR 400 «200 1 50.00 409 4 = Typhoon R 2m 000 500 2 U7 mm 40 
Crevasse U ae 300 2m 1 1300 50 2 > Undertow 07a 30 21 U 780 50 
Crimson Manticore oR SMM 600 300 1 65.00 20 1 > Underworld Dreams U [MMR 2500 1400 3 vam 10 
Cyclopean Mummy C2 [GMD 063 020 1 60.00 2 1 : Unholy Citadel Up 30 1m 1 U 75a 250 
Dakkon Blackbiade =R [MD 1000 500 2 30 $99 2 ? Untamed Wilds U5 30 201 U0 298 
Darkness C 2m 100 0301 95.00 4000 4 > Urborg v2 ee 400 «2m 2 U7 Sm 4m 
Deadtall U ae 300 2001 70.00 500 4 > Ur-Drago RR 0 359 2 U5 30 
Demonic Torment =U RM 300 200 1 10.00 400 1 } Vaewictis Asmadi R RD 1200 50 2 C ap 950 
Devouring Deep C2 oo 088 Om 1 200 07 1 > Vampire Bats C2 RR 075 «(030 1 v2 500 400 
Disharmony R Pee 1000 4m 2 40.00 10 1 > Visions Ua 30 2m U3 20 

Divine intervention R (IMM 1000 500 2 10.00 195 1 = Voodoo Doll Rm 6m 2m U6 40 
Divine Transformation R MGS 600 300 2 15.00 4m 2 H Ua 20 1m 1 30) 20 
Dream Coat U ae 300 201 50.00 1500 4 C2 ame 08s «Om 1 U 40 30 
Dwarven Song Ua 30 2m 1 20 50 3 Ua 30 101 U2 268 125 

Eider Land Wurm = sR 700 0D 1 500 60 2 Re 60 201 wa 175 

Elder Spawn R MOG 800 «(500 1 1500 500 2 UDR 30 201 U 1200 10.00 

Elven Riders R Roe 60 «2501 1500 50 3 U0 30 201 U>aB 40 
Equinax C 2m 200 050 1 400 200 1 Ua 30 «21 U4 300 
Eternal Warrior Ua 200 1001 500 200 1 U Re 400 «20 2 ve 400 200 
Eureka R GGG 2985 900 3 600 20 2 US 40 201 wee 10 

Eel Eye of Orms-ty-Gore U SR 6350 200 2 10.00 30 1 Rm 950 40 2 U 50 30 

Fallen Angel U RR 50 20 2 1400 500 2 UDR 4m 2m vam 200 
Falling Star R 2B 900 500 2 60 500 2 RUM 60 3m : U7 6m 30 

Field of Dreams RR 00 600 2 400 075 1 C2 2m 07s «OM 1 3 Scarwood Hag v2 125 
Firestorm Phoenix  R (25RD 2000 500 2 899 300 1 ee ey = Season of the Witch U | BS 300 

Flash Counter C2 2m 090 Om 1 300 149 1 R Pee 000 500 2 3 Sisters of the Flame U2 200 1.00 

Floral Spuzzem U 760 300 2001 400 200 1 R i20G 800 «250 2 = Staal of Orm v2 500 400 

Force Spike c2 20 100 030 1 10.00 300 1 ; 

Forethought Amulet oR TIZMR 10.00 500 2 20 00 1 

Fortified Area Ue 20 161 10.00 1501 j ! IpD— 
fata tea 4 Toor ise i NEUTRAL GROUND—ATLANTA 
Gabriel Angeifire R20 800 640 2 400 20 1 

Gauntlets of Chaos Re 62 «631 1200 40 2 

Glyph of Life C2 7am 10 «0301 6.00 200 1 

Glyph of Reincarnation C T#5GR 088 030 1 40 20 1 

Gosta Dirk R OG 000 359 2 600 020 1 

Gramty Sphere R 2500 2000 500 2 120 500 2 

Great Defender U RR 30 2m 1500 200 1 

Great Wall URS 30 2001 1595 50 2 

Greater Realm of Presev U SRR 5.20 200 1 1200 50 2 

Greed RGR 600 30 1 15.00 50 2 

Green Mana Battery U 9720 400 200 1 000 300 1 

Gwendiyn DiCorci R MD 1200 S00 3 15.00 5 2 

Halfdane R 6H 1000 500 2 5.00 200 1 

Hammerheim v2 RRR 350 «200 2 400 1 1 

Hazezon Tamar R OG 1300 $00 2 6.00 20 2 

Heaven's Gate UDR 300 2001 400 200 1 

Hell Swarm C ame 08 ON 1 00 0” 1 

Hettfire R RD 1500 500 2 CT] 200 1 

Hell's Caretaker RGR 000 500 2 10.00 500 1 

Holy Day C RD 095 (050 1 1500 449 2 

Horn of Deatening RMR 550 300 2 600 200 1 U>as 30 
Horror of Horrors UTS 30 201 600 50 2 v2 10 
Hunding Gjomersen U MM 300 200 1 40 200 1 $75.00 uv am 150 
Hyperion Blacksmith U [UMM 300 200 1 6m 500 2 250 U7 40 
Ichneumon Druid UDR 30 201 nn a8 2 500 v2 10 
Immolation CR 050 Om 1 400 20 1 an va 100 
imprison R 2 900 S00 2 400 10 1 v2 300 200 

In the Eye of Chaos «= R TEED «1000 «500 2 800 200 1 $150 3 wom 175 
Indestructible Aura C2 (RD 050 O20 1 40 20 1 050 1 v2 10 
Internal Medusa U RR 400 «2501 1000 300 1 050 1 U7 400 
Infintte Authority R 1225 1000 500 2 1200 400 1 6m 4 v2 300 200 
Invoke Prepudice R OG 1325 500 2 400 100 1 050 1 v4 20 

Wvory Guardians Ua 30 201 399 200 1 1 1 waa 200 
Jacques le Vert R 0 1000 499 2 800 200 1 200 2 wae 20 
Jasmine Boreal U mB 300 201 ; 400 200 1 050 1 U 5 30 

Jedit Ojanen U SR 350 2001 ; 1200 200 1 050 1 Ua 30 
Jerrard of the Cosed Fist U 920 400 200 1 : 50 50 3 19 1 : U 439 300 
Johan RBM 8m 4m 2 : 650 20 1 050 1 : 

Jowal Evi ROO 100 500 2 ; R | o0 800 2 050 1 H 

jurtapose RO 600 300 1 : U 800 200 2 100 1 BEALL EN EMPIRES 
Karakas U2 SAB 400 200 2 ; R 1949 500 2 100 1 ? Complete Set $5500 $50.00 $30.00 
Kasimir the Lone Wo U [5GMR 400 200 1 3 R 1200 500 2 10 1 ? Booster Display S00) 6000 3500 
Keepers of the Faith C2 (3200 050 020 1 : U 695 200 1 050 1 ? Booster Pack 145 «10 
Kei Takahashi RO 600 250 2 H R 2000 500 2 10 1 > Typical Common OS 0” 005 
Kuler Bees R 0 800 «300 2 ; Coa 02 1 on 1 ; 

Kismet U7 400 200 2 : ua 200 1 10 1 U SSR $150 $050 
Knowledge Vautt R 1200 1000 500 2 H R 3 500 3 050 1 U2 10 «O50 
Kobold Drill Sergeant U TROD 600 250 1 : Uo 30 3 100 1 U aap 250 1 
Kobold Overtord R Re 00 500 2 ; U om 20 1 050 1 3 am 200 O50 
Kobold Taskmaster UGG 640 200 1 : 2 am 050 1 10 1 U2 10 050 
Kobolds of Kher Keep C2 7200 100 050 1 : R oo 500 4 19 1 2 10 «(O50 
Key Shield U See 350 2001 ? Takddemaggot U 6a0 200 1 10 1 Cae 023 «(05 
Lady Caleria R GG 1000 500 2 2 Telekinesis R 50.00 300 2 10 1 Ua 10 On 
Lady Evangela R G0 1000 500 2 > Teleport R 1000 300 1 19 1 ul eR 288 «100 


£99999599999999959959995959955959958555 S58 giga-s g325333339338 

SSgSSSsassqgguggassaaggasaassassassasseys Masse segeaccasssss 

sssgsses gg25 gassssssssags 
$ a0 oe ee = AB 


plait 
HE ATE 7 dik! 1 


8899522999999299999998893999989999929989898 
PEEP EEE CECE Eee eee eee. 


glass 
iit 


aij; 


a: 


Walang Wail 


fer no Wasa te Be ga, y By Barns eit Ss + By 
ad Sis ae Pee nay Ae eet eee ee Oe Sree ee, Oe 


ee ee ee ee ee ed ee ee a ee 


31.,3 
wish, yllad pti, 1d pats, Bedlall ! 
aaedatetSAsnistdidesnleniiaettL HAGE 


U 
va 
: 
U 
R 
U 
U 
R 
R 
R 
c 
U 
R 
R 
R| 
Uy 
R 
R 
Ri 
R 
R 
Uy 
R 
U 
R| 
R 
Uy 
Us 
U 
R 
R 
RE 
U 
RJ 
Re 
us 


The Gathering 


aaliyah i. sical il i 
THEE EEE EEE TE by at Hill a ih ut 


\ 


SSSS SSS gnsaggegagegagageggaasgagaggaggasaggaggagggas 
888988589 858S599898589 888s 855sgs8ssssssgasgsaqsas 
RSSSSESSASSSSSSSSSESSSSass 


=a 


Bans Pera veReesaes 
SSS8ssggessaseses 


100 025 
100 025 
598 300 


ady ic after all the main 
Jody is alter all the main cl 


f 


el. 


$335338399533838S8833 83 $333333393338333533 
Ss8sgessgsssgssaessssss §S8ssesss he hak a Regsssyssssssssessgas 882835 


> -sn >sg3 >> >> 


ting the most sales. | think every! 


Seeors >> -s "ss -ssgssgsg-s-ssssss°>>> 


vests | get are for Anakin’s l 


BIBLIOTECH BOOKS AND COMICS 


because there is a new version of each in this 


Special Edition /s get 


The biggest req 


eer 


Item 


Bakd’s Curse U ee 150 0001 
Baron Sengir UR 650 400 2 
Beast Walkers U ae 150 «(050 1 
Black Carriage UR 200 «(O80 1 
Broken Visage U ame 200 «(080 1 
Castle Sengir U3 Ze 075 «(O40 1 
Chain Stasis U ee 150 «(050 1 
Chandler C Gee 6013 «005 1 
Clockwork Gnomes CMR 05 005 1 
Clockwork Steed C Ga 0 «6005 1 
Clockwork Swarm C Se 012 005 1 
Coral Reef C RRP (012 005 1 
Daughter of Autumn «=U 200 «050 1 
Death Speakers U3 ee 075 «(025 1 
Didgeridoo Ue 200 101 
Orudge Spell 3 Oe 100 «(0001 
Owarven Pony U ee 113° 050 1 
Owarven Sea Clan U ae 180 «(0501 
Ebony Rhino C Re 0 «(005 1 
Eron the Relentless U3 TUZM 150 O75 1 
Evaporate U3 me 2075 «(035 1 
Faerie Noble UDR 253 «1801 
Feraz's Ban Uae 185 11 
Forget UR 200 0501 
Funeral March C Ree 013 «005 1 
Ghost Hounds Ue 100 «(5 1 
Giant Oyster U3 ee «088 «0M 1 
Grandmother Sengr U RM 200 050 1 
Hazduhr the Abbot UR 200 «(080 1 
Heart Wolf Uae 6150 «(050 1 
Ihsan's Shade U3 ee «200 «100 2 
Irini Sengir U3 100 «(050 1 
lronclaw Curse Uz 10 0501 
Jinx C Ree 012 005 1 
Joven C Gee 6013 005 1 
Joven's Ferrets CR 05 «6005 1 
Joven's Tools U3 ee 075 «(O50 1 
Koskun Fails Uae 200 «O50 1 
Koskun Keep 3 ee 07S «6M 1 
Leaping Lizard C Ree 605 «6005 1 
Leeches U ee 6150 «(050 1 
Mammoth Hamess U ZR 140 050 1 
Manjhan UR 20 «101 
Merchant Scroll CMR 08 005 1 
Mystic Decree UDR 30 «101 
Narwhal UDR 20 «0501 
Orcish Mine U3 Re «080 «(040 1 
Primal Order U De 438 201 
Rashka the Slayer U3 TZ 100 050 1 
Renewal C Paes 012 «005 1 
Retribution U3 ee 088 «O40 1 
Reveka, Wizard Savant U SRR 200 100 1 
Root Spider U3 Re 075 «(0 1 
Roots U3 080 «MO 1 
Roterothopter CR 023 «O05 1 
Rysorian Badger U eee 6150 «(050 1 
Sea Sprite i ee 10 «(050 1 
Sea Troll U3 ee 07S 
Sengir Autocrat Uae 30 1501 
Serra Aviary Ue 255 100 1 
Serra Bestiary C Ree 013 «(005 1 
Serra Inquisitors i ee 075 «(030 1 
Serra Paladin C Ree 012 O85 1 
Serrated Arrows C me 083 «0M 1 
Soraya the Falconer =U (RM 200 100 1 
Spectral Bears U3 2 100 «(050 1 
Timmerian Fiends Ue 150 «(040 1 
Truce Uae 179 «(050 1 
Veldrane of Sengir U aa 200 «(080 1 
Wall of Kelp Uae 140 O81 
Willow Pnestess Uae 200 101 
Winter Sky U ee 6150 «(O88 
Wizards’ School U3 ee 07S «(040 
SE, 1 ES te 
Complete Set $m $5 Sm 4 
Booster Display WO 145 9500 3 
Booster Pack Sm 40 «630 3 
Typical Common Oo 00 001 
Arcane Denial CA S208 $025 saw 1 
Ashnod’s Cyl R50 375 2001 
Balduvian Dead UM 10 021 
Balduvian Horde R 2G) 1250 795 3 
Balduvian Trading Post R BOD 500 300 1 
Bounty of the Hunt U RM 100 050 1 
Browse U2 10 0501 
Bumout U>Tm 10 0501 
Chaos Harlequin R480 30 2001 
Contagion U)> 2 10 050 2 
Deadly Insect Te 00 «(OM 
Death Spark UD 100 O50 1 
Diminishing Retums oR EMD 449 250 2 
Otseased Vermin U>M 10 0501 
Dystopia R 0 40 200 2 
Elvish Bard Up 10 0501 


? Elvish Spirit Guide 
: Energy Arc 

3 Exile 

3 False Demise 

> Fatal Lore 

: Feast or Famine 
: Floodwater Dam 
+ Force of Will 


Item 
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050 


: RRR 300 199 1 ? Frenetic Etreet RBM 482 «200 
? Asmira, Holy Avenger = R TORR 300 189 1 3 Goblin Scouts Ue 075 «(025 
> Auspicious Ancestor oR EME 300 150 1 > Goblin Soothsayer UR 075 «02 
3 Bad River U Rm 075 «ON 1 > Grasslands UR 075 O90 
? Barbed Foliage U ae 075 «05 1 > Grim Feast RS 300 «(199 
> Barbed-Back Wurm U (EME 075 025 1 > Grinning Totem RBS 800 «(250 
> Barreling Attack Rae 300 «(1891 ? Hakim, Loreweaver = R GSM 300 200 
> Basalt Golem Ue 075 «021 : Hall of Gemstone RS 40 (2 
> Bazar of Wonders = =R GME 400 200 2 > Hammer of Bogardan R MBO 1200 500 
> Benthic Djinn RS 300 2001 > Harbinger of Night  =R TRMR 300 200 
> Blighted Shaman Ue 05 «0 1 ? Harbor Guardian Ue 075 «(025 
> Blind Fury Te eee > Harmattan Efreet Um 075 «(025 
> Blinding Light Ue 075 «0251 > Haunting Apparition U Tamm O75 025 
> Bone Mask Rae 300 «199 1 > Hazerider Drake Um 075 «025 
} Brushwagg RSM 300 «1991 > Hivis of the Scale = sR GM 300-200 
: Burning Palm Efreet U SRM 075 025 1 : Horrible Hordes UD 075 «025 
> Cadaverous Bloom R Mmm 500 200 3 Igneous Golem Bee. 
> Canopy Dragon R 700 300 2 > lilt Auction R GM 300 «(150 
> Cation Rk §00 199 1 2 llumuinaton UR 07m «(05 
? Catacomb Dragon = R 300 2 > Incinerate COR 0 «6005 
> Celestial Dawn R 2 250 2 > Infernal Contract RS 40 «(2m 
> Cerulean Wyvern U1 025 1 > Iron Tusk Elephant =U S075 | (025 
: Chaosphere R oa 20 1 : Jabari’s lnfluence RR 300 «20 
} Charcoal Diamond U > 2 050 1 ? Jolrael’s Centaur Chm 00 005 
: Chariot of the Sun U1 023 1 > Jungle Patrol Ra 300 (C180 
? Choking Sands Cc 030 005 1 > Jungle Troll U i 075 «(025 
3 Cinder Cloud Ui 025 1 > Keervek’s Hex Um 075 «(025 
= Circle of Despair rR §00 199 1 ? Kaervek’s Purge U me 075 «(025 
: Consuming Ferocity U STD 03 1 > Kaervek’s Torch CHR 00 005 
Coral Fighters vs 02% 1 ? Karoo Meerkat U ie 075 «(025 
: Crash of Rhinos c ea 005 1 > Kukemssa Pirates RRR 300 «(150 
? Crimson Hellkite R 2 295 2 ? Lead Golem U me 075 «(025 
> Crimson Roc Us 023 1 : Leering Gargoyle Ree 300 «(199 
Crypt Cobra U1 025 1 ? Lion's Eye Diamond «= R R350 200 
Crystal Golem Us 025 1 ? Locust Swarm U me 075 «025 
2 Crystal Vein U 150 030 1 > Lure of Prey RS 300 «199 
: Rk $00 20 2 ? Malignant Growth  R SRMB 300 200 

R 400 199 1 ? Mana Prism U ie 07S 025 

R §00 199 1 U 100 025 


ltem Nem 


THUNDER & LIGHTNING CARDS 


It's hard to say. Dagobah is up there; we sell a lot of it. Special Edition seems to be selling 
very well. | think it is due to the powerful cards available in these sets. 


For both collectors and players, the most popular card has to be Darth Vader. Recently it's 
become more of a collectable thing, because with new, powerful cards in Special Edition, you 
don't need the “big name” character cards as much. 


0235 1 3 Mangara's Equity UD 075 «0251 
025 1 ? Mangara’s Tome R Sm 300 2001 
200 1 ? Marble Diamond Uae 10 (O50 
050 2 : Maro RR 600 30 3 
150 1 3 Meddle UD 075 «(0251 
025 1 ? Melesse Spirit Ue 10 «025 1 
025 1 ? Mind Bend U Re 10 «(01 
150 2 : Mind Hamess Um 075 «025 1 
025 1 = Mindbender Spores oR (MMO 300 200 1 
200 1 > Mire Shade Ue 075 60251 
200 1 > Misers’ Cage RSM 300 2001 
200 1 ? Mist Dragon RR 600 295 3 
200 1 > Moss Diamond U ao 100 «O50 1 
050 1 ? Mountain Valley U Ree 075 «O30 1 
025 1 > Mtenda Griffin Ue 087 «(0 1 
025 1 Mystical Tutor i ee 
200 1 ? Natural Balance R 6H 400 200 3 
025 1 > Nettletooth Djinn U 2a 10 «O50 1 
025 1 > Nocturnal Raid UR 075 «025 1 
025 1 Null Chamber R GO 400 «(199 1 
300 2 2 Painful Memories UMMM 075 025 1 
050 1 ? Patagia Golem Ue 075 «021 
025 1 ? Paupers’ Cage R See 300 2001 
199 1 ? Pearl Dragon Re 500 30 2 
0% 1 : Phyrexian Dreadnought R MG 700 300 3 
025 1 ? Phyrexian Purge RMR 300 199 1 
025 1 ? Phyrexian Tribute oR SMM 300 199 1 
20 2 > Phyrexian Vault Um «(075 «021 
200 2 R SRD 400 199 2 
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Death Star Tractor Beam 
Death Star: Conference Room 
uo 
Death Star: Trench R2 L 
Dejerik Hologameboard RIL 
Dianoga R20 
Doikk Na'ts wet 
Double R2L 
OS-61-4 R20 
Evader uid 
Fire Extinguisher U2 L 
Garout Latoe u2L 
Gold 2 UL 
Greedo R10 
Hem Dazon R10 
Het Nik WL 
Hunchback RIL 
Hyperwave Scan = UID 
Hypo R10 
tim Here To Rescue You UT L 
I'm On The Leader R10 
Ickabel G'ont uv2L 
imperial Holotable = R10 
Informant uo 
11-0 (Eyetee-Oh) = R10 
R10 
Krayt Dragon Bones UI D 
Laser Gate v2 0 
Leia Seeker R20 
Let The Wookiee Win RIL 
Lirin Car'n u2 0 
Logistical Delay =: U2 L 
Ut Shann Childsen U1 D 
Luke's Cape RIL 
Luke's Hunting Rifle U1 L 
M-HYD ‘Binary’ Droid U1 L 
Magnetic Suction Tube R2 L 
Magnetic Suction Tube R20 
Maneuver Check = R20 
Mosep W20 
Motti Seeker R2L 
Nalan Chee! WL 
Out Of Commission U2 L 
Program Trap uo 
R2-02 (Artoo-Detoo) R2 L 
RG-T6 (Arthree-Teesix) R1 0 
Red 2 RIL 
Red 5 RIL 
Red 6 UL 
Reegesk 20 
Reserve Pilot uo 
Retract The Bridge R10 
Rogue Bantha UL 
Sabotage wt 
Sandcrawter: Droid 
R10 
ro oe. 
Scanner Techs urL 
Sensor Panel UL 
Sniper uo 
Sorry About The Mess U1 L 
Spice Mines Of Kessel R1 0 
R20 
SW-4 lon Cannon = R2 L 
Tantive IV RIL 
Tatooine: Bluffs = RID 
Tech Mo'r u20 
There'l Be Hell To Pay U2 D 
They're On Dantooine RI L 
This Is Some Rescue! U1 D 
TIE Assault Squadron U1 D 
Tiree WL 
Tractor Beam uo 
Trooper Davin Felth R20 
Teiwt R2L 
U-3PO (Yoo-Threepio) R1 0 
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URORRURRR U2 0 
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3 Complete Set $200 $165 $130 
= Booster Display wo 13 «(135 
? Booster Pack 399 350 300 
} Typical Common 03 00 005 
$ 2-1B (Too-Onebee) RIL $549 $4.00 $200 
$ Admiral Ozzel R10 M00 749 500 
? Anakin’s Lightsaber RIL 1400 1199 300 
: Artilry Remote =R2L BO 299 200 
? AFAT Cannon = UTD 2090 050 
? Atgar Laser Cannon U2 L/ 200 065 050 
¢ Attack Patter Delta UI L’ 200 085 050 
¢ Bacta Tank R2L 400 349 200 
$ Blizzard 1 R10 WOO 875 800 
? Blzard 2 R20 700 675 500 
$ Bluzard Scout? R10 G49 700 300 
} Blzard Walker = «U2 2001.00 050 
} Breached Defenses U20' 200 050 049 
? Cal Alder UL 200 050 049 
? Captain Lennox U1D) 200 065 050 
> Captain Piett R20 449 300 200 
? Collapsing Corridor R20) 300 249 200 
; Ri L 2849 2250 1500 
¢ Concussion Grenade RIL SAS 400 3.00 
: Crash Landing §=6ss UT 05008 
$ Dack Ralter RL 400 300 200 
? Dark Dissension RIL) 4A9 300 200 
} Death Mark R10) 400 399 300 
$ Death Squadron = UTD) 200 065 050 
3 Debris Zone R20 300 249 200 
} Deflector Shield Generators | 
; 0 200 050 049 
? Derek ‘Hobbie’ Kivian UI L| 200 085 050 
} Direct Hit uid) 200 050 049 
} Disarming Creature RY L | 300 200 
? Dual Laser Cannon U1 L | oso 050 
¢ Echo Base Operations R2 L | 349 200 
? Electro-Rangefinder U1 D | 065 050 
? Evacuation Control U1 L) 200 050 049 
: Exhaustion W207) 050 (049 
} Exposure Ui0) 200 050 049 
? Frozen Dinner R107 300 200 
Furry Fury RO) AO) 300 200 
$ General Carist Rieekan R2 | 400 300 200 
? General Vees = RI. MAS «800 5.00 
$ Golan Laser Battery Ul L| 200 075 050 
> High Anuiety R10 449 300 200 
} Hoth U2L7 050 049 
> Hoth v2077 050 049 
} Hoth: Echo Command Center 
H U2. 200 050 049 
} Hoth: Echo Command Centep 
; wd 200 050 049 
? Hoth: Echo Corridor U20 200 050 049 
? Hoth: Main Power Generators 
: UL 200 075 050 
> Hoth: Wampa Cave R20 349 300 200 
: | Thought They Smelled Bad On The Outside 
; h 300 200 
Ice Storm UL 050 049 
2 lee Storm uid 200 050 049 
= tage Of The Dark Lord R2.0/ 400 300 200 
3 Imperial Domination U1 0 050 049 
= Jeroen Webb ULE 065 050 
? K-3PO (Kay-Threepio) RIL | | 300 200 
3 Ueutenant Cabbel U2 0 | oso 049 
Lightsaber Deficiency U1 O | 075 050 
? Lucky Shot ULE 050 049 
? Major Bren Dern —R2 L/ 300 299 
? Medium Transport U2 L 050 049 
3 Meteor Impact? R10 | 3100 «(200 
3 Mournful Roar = RID 300 200 
= One More Pass = UL 200 085 050 
Ord Mantel U2.) 200 050 049 
Planet Defender lon Cannon 
R2L 300 200 
UL 075 050 
v20 050 049 
U2 0} 065 050 
R2L 349 200 
Command 
RI P 400 300 
RI 800 400 
R2 449 300 
RI 600 400 
W 050 049 
RI 300 (200 
299-200 
050 (049 
065 050 
050 049 
) 10 050 
1200 800 
249 200 
249-200 
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Target The Main Generator 


: R20 400 300 
: Tauntaun Bones = UI L) 200.50 
3 That's It, The Rebels Are There! 
H U20 200 050 
= The First Transport ls Away! 
: Ril 448 300 
? The Shield Doors Must Be Closed 
: uo 200 050 
? This ls Just Wrong R10) 989 3.00 
$ Tigran Jamiro UL 200 050 
+ Too Cold For Speeders UID 200 0.50 
$ Toryn Farr UL 200 065 
: Trample R10 GO) 449 
Tyrant RID 1448 1200 
2 Under Attack UL 200 050 
; Walker Barrage UD 200 050 
: Walker Sighting U2 L) 200 050 
+ Wall Of Fire uo 20 050 
3 Wampa R20) 349 3.00 
3 Weapon Malfunction R10 349 300 
? Wes Janson R2 | 3M 299 
? Who's SoruflyLooking?R1 L’ $49 3.00 
= Wyron Serper U2.) 200 050 
? Yaggle Gakide = R20 SOD 299 
? You Have Failed Me For The Last Time 
3 RIL 448 300 
You Will Go To The Dagobah System 
RIL 449 300 
Zev Senesca R21. G48 3.00 
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$6000 $8000 $6000 3 
? Booster Display 6800 6000 5800 2 
$ Booster Pack 250 229 1 
+ Typical Common 020 005 0 
$ 2-18 (Too-Onebee) RI L $275 $188 $100 2 
$ Admiral Ozzel R10) 70 550 400 3 
} Anakin's Lightsaber RIL) MOD 638 275 3 
} Ailey Remote RZ) 27S 188 «100 2 
? AF-AT Cannon UO MS 175 175 1 
3 Atgar Laser Cannon U2 L) 495 (1.75 175 0 
¢ Attack Pattern Delta Ul L995 1.75 1.75 0 
? Bacta Tank ROL) 275 238 200 3 
? Blizzard 1 R10) GOO 438 275 2 
3 Blizzard 2 R20 SOO 388 275 4 
? Blizzard Scout! R10) S00 288 275 3 
= Blizzard Walker = U2 1751.05 1 
> Breached Defenses U20) 995 1.75 1.75 0 
3 Cal Alder WLM 175 «175 1 
3 Captain Lennox = U1) S15 1.5 0 
3 Captain Piett R20) 275 188 100 2 
= Collapsing Corridor R20/ 275 188 100 0 
3 Commander Luke Skywalker 
H Ri | 2000 15.00 1000 2 
= Concussion Grenade RIL' 275 188 1.00 1 
3 Crash Landing §=§ss UI OS 1751.5 0 
> Dack Ralter RQ.) 275 238 2001 
? Dark Dissension = RIL) 275 188 1.00 1 
> Death Mark R10) 275 188 100 1 
> Death Squadron «= UID) S175 1.75 0 
3 Debris Zone R20 275 188 100 0 
} Deflector Shield Generators 
; U20) 095 175 15 0 
3 Derek Hobbie’ Kian U1 L975 «1.75 1.75 0 
} Direct Hit UiDT ES 175 175 0 
} Disarming Creature RIL 275 188 100 0 
} Dual Laser Cannon UL) WS 175 (1.75 0 
} Echo Base Operations R2 L' 275 238 200 3 
} Blectro-Rangefinder UID 195 175 175 0 
? Evacuation Control U1 L) 09S 175 175 0 
? Exhaustion WO) M5 175 175 0 
? Exposure U0) WS «175 «+175 0 
2 Frozen Dinner R10) 275 188 100 0 
? Furry Fury R20) 275 188 100 1 
? Genera Carist Redan R2 L| 275 238 200 1 
? General Vers R10) 780 500 300 3 
? Golan Laser Battery U1 LIENS «1.75 1.75 0 
3 High Anxiety R10 275 188 100 0 
> Hoth WLM 175 175 0 
3 Hoth v0 175 175 0 
} Hoth: Echo Command Center 
3 WLS 175 «175 0 
3 Hoth: Echo Command Center 
: WOM 175 175 0 
? Hoth: Echo Corridor U20° 075 1.75 1.75 0 
? Hoth: Main Power Generatogs 
3 WLS 175 175 0 
> Hoth: Wampa Cave R20 275 188 100 3 
? | Thought They Smelled Bad On The Outside 
; Ril) 275 188 100 0 
H UL MS 175 175 0 
: U0) MS «175 «175 0 
image Of The Dark Lord R2 0 4 188 100 2 
Imperial Domination U1 D| 175 175 0 
} Jeroen Webb ULM 175 175 1 
= K-3PO (Kay-Threepio) R1. L275 188 «(1.00 0 


+ Lieutenant Cabbel 20) 495 1.75 
? Lightsaber Deficiency U10/ 195 1.75 
? Lucky Shot ULES 1.75 
} Major Bren Derin R2L) 275 1.88 
? Medium Transport U2 L195 1.75 
= Meteor impact? R10) 275 188 
= Moumful Roar = R1D 275 1.88 
= One More Pass = UL 451.75 
3 Ord Mantel U2L MS 1.75 
= Planet Defender lon Cannon 
: R2L 275 188 
= Power Harpoon = UI L 71.75 
= Probe Antennae U20) 195 1.75 
? Probe Droid Laser U20) 175 1.75 
} R-3PO (Ar-Threepio) R2L 275 238 
Responsibility Of Command 
: 0 25 «(188 
3 Rogue 1 Ril 800 600 
? Rogue 2 RL 215 238 
> Rogue 3 RiL 600 450 
2 Romes "Lock" Navnder U2 L175 1.75 
> Rug Hug RIL) 275 (188 
2 Sonuty-Looking Nerf Herder 
H R20) 275 188 
> SeiDesruct Mechanism UID) 495 1.75 
3 Shawn Valdez ULM 175 
= Silence ls Golden 20) 995 1.75 
? Snowspeeder U2 LMS 1.75 
Stalker R10) S00 750 
> Surface Defense Cann R2 L275 1.88 
3 Tactical Support §=-R20/ 2751.88 
? Tamizander Rey U2L) 19S 1.75 
¢ Target The Main Generator 
H R20) 275 (188 
$ Tauntaun Bones = UI LS 1.75 
= That's It, The Rebets Are Therel 
: v0 075 1.75 
The First Transport ls Away! 
H RIL) 275 188 
} The Shield Doors Must Be Closed: 
H uid) MS 175 
= This Is Just Wrong R10) 275 1.88 
} Tigran Jamiro ULM 1.75 
= Too Cold For Speeders UI. 0) 1.5 1.75 
} Toryn Farr UL) MS 1.75 
} Trample R10) 300 288 
? Tyrant R10) $80 750 
2 Under Attack UL MS 1.75 
} Walker Barrage = UID) 751.75 
= Walker Sighting = U2 LIS 1.75 
= Wall Of Fire Hh 175 
3 Wampa R207 188 
Weapon Malfunction R10 275 188 

Wes Janson R2L) 275 (188 
3 Who's Sonfly-Looking? RIL” 2751.88 
= Wyron Serper WL 1.75 
? Yaggle Gakide R20) 275 1.88 
} You Have Failed Me For The Last Time 
: RIL) 275 (188 

You Wil Go To The Dagobatt 

RIL 1.88 
Zev Senesca R21 188 


+ Complete Set $20 $200 
? Booster Display Pe 153 
= Typical Common 02% ow 
3 410M RO $1200 $5.00 
= LOM Conassion RileR D449 4.00 
2 AJedis Strength UL) 1M) 075 
2 Anat UD 190 050 
3 Anat UL 10 050 
3 Asteroids Do Not Concern Mg 

H RL 348 300 
3 At Peace RL 349 300 
: RO/ 1328 1200 
? Away Put Your Weapon U L/ 100 0.50 
3 Bad Feeling Havel RO 400 349 
? Big One U0 100 050 
? Big One UL) 190 050 
> Big One: Asteroid Cave or Space Slug Belly 
; U0) 188 050 
Big One: Asteroid Cave or Space Slug Belly 
; UL) 10 050 
? Bombing Run RO 349 300 
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Descent Into The Dark RL 


RO) 00 
Failure At The Cave = 0 380 
Field Promotion RO) 349 
Flagship RO 349 
Flash Of Insight UL) 1 
Found Someone You Have L180 
Frustration RO 3m 
Grounded Starfighter UL” TSO 
Han's Toolkit R Lae 
Hiding In The Garbage R L460 
HoloNet Transmission U0) 180 
Hound's Tooth RO 648 
| Have A Bad Feeling About Thies 

RL ga 
| Want That Ship RO 349 
16-2000 RO Oo 
16-88 RO ag 
16-88's Neural inhibitor R 0 S80 
16-88's Pulse Cannon R 0 S00 
Imbatance uo 1 
Ineffective Manewer UL” 180 
It ls The Future You See R L G49 
Jedi Levitation R Laas 
Landing Claw RL 600 
Lando System? RO) oa 
Levitation UL 1 
Lieutenant Commander Ardan 

U0 1 
Lieutenant Suba RO 348 
Lieutenant Venka uo 1% 
Light Maneuvers RL oo 
Location, Location, Location 

RO 349 
Lost In Space RO” 34g 
Luke's Backpack RL aa 
Mist Hunter RO 649 
Much Anger in Him = D300 
No Disintegrations! RL 400 
Obi-Wan's Apparition R L739 
Order To Engage RL 
Polarized Negative Power Coupling 

R Lee 
Precision Targeting UD) 900 
Proton Bombs uo 1 
Punishing One RO 649 
Raithal RL gag 
Raithal Uo) 1 
Reflection RL aa 
Report To Lord Vader R Lag 
Res Luk Ra'auf RO 40 
Rycar's Run R Laas 
Scramble UL> a 
Shoo! Shoo! UL> Ts 
Shot in The Dark uo 1 
Shut Him Up Or Shut Him Dow 

uo 10 
Size Matters Not RL) aa 
Smuggler's Blues RL) gag 
Something Hit Us! «= UO) 100 
Son of Skywalker = -R L2G 
Space Slug RL> a 
Space Slug uo 1 
Starship Levitation UL) 100 
Stone Pie RL oa 
Sudden Impact Uo” 10 
The Dark Path RO) oa 
The Professor RL ga 
This Is More Like t «= RL BAS 
This Is No Cave RL) 3a 
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Through The Force Things You Wil See 
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Heart Of The Chasm UD” 1 


Bane Malar 


Iter 
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Complete Set $0 $125 
Booster Display % 13 
Booster Pack 250 «(250 
Typical Common Oo 0” 
808 RL SAAS $350 
A Gift UL> 1 050 
AbyssinOmament UD) TM) 050 
‘Al Wrapped Up U0) 180 050 
‘Amanaman RO 449 300 
Antipersonnel Laser Cannon 

U0) Tm 089 
Arc Welder UL? Tm 050 
Ardon “Vapor” Crel RL) GAS 3.00 
too RL 100 1250 
Artoo, | Have A Bad Feeling About This 

UL? Ta 050 
Attark RL’ Bas 3.00 
‘ved Luun RL gas 300 

RO M00 425 
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Ephant Mon RO 6 
EV-909 RO $49 
Fallen Portal UL 10 
Fozec RO 389 
Gathd RO 449 
Garon Nas Tal RL aes 
Geezum RL 44g 
Ghoel RL gag 
Giran RO 449 
Herat RO 349 
Hermi Odie RO gas 
Hidden Compartment UL 1.00 
Hidden Weapons UD) 100 
Holoprojector UL 18 
Hutt Bounty RO 349 
Hutt Smooch uo 10 
| Must Be Allowed To Speak 

RL 40 
Information Exchange UD 1.00 
JQuille RO 449 
Jabba the Hutt RO 2649 
Jabba's Palace Sabace U L100 
Jabba's Palace Sabace UD 100 
Jabba's Palace: Audience Chamber 

UL 10 
Jabba’s Palace: Audience Chamber 

U0 10 
Jabba's Palace: Droid Workghop 

U0 100 
Jotiba’s Palace: Dungeon UO 1.00 
Jabba's Palace: Entrance Cavem 

UL 10 
Jabba's Palace: Entrance Cavem 

UO 10 
Jabba's Palace: Rancor Pit 

uo 1 
Jabba's Sal Barge = RO) AG 
Jabba's Sail Barge: Passenger Deck 

RO 700 
Jedi Mind Trick RL 44g 
Jess RL) ee 
Jet Pack U0 10 
Kalit RL Bag 
Kiffex RL 400 
Kirdo til RL gag 
Kithaba RO S00 
Kisatu RO gag 
Laudica RL gag 
Leslomy Tacema RL ose 
Ue Debt RL 389 
Loje Nella RL gee 
Matakal RO 388 
Mandalorian Mishap UL” 100 
Max Rebo RL 449 
Murttoc Yine RO 388 
Wal Hutta RO gag 
Nar Shaddaa Wind Chimes 

UL 10 
Nizuc Bek RO) 399 
Wysad RO) 399 
Oola RL 399 
Ortugg RO) 398 
Palejo Reshad Ri 399 
Pote Snitkin RO 449 
Princess Leia Organa RL) 2000 
Projection Of A Skywalker 

UL 100 
Pucumir Thryss RL 400 
R'kik D'nec, Hero Of The Dune Sea 

RL 
Rancor RO 
Rayc Ryjerd RL 
Ree-Yees RO 
Rennek RL 
Resistance uo 
Revealed 
Saelt-Marae RL 
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Troll And Toad Inc 


An Antiquities Vault Company 


WE SELL SINGLES FROM: 


Magic * Middle Earth * Star Wars * Star Trek 


Rage « X-Files * Jyhad * Pokémon 
Highlander Promos * Limited & Premiere 
Legend of 5 Rings * etc. 


Sth Edition 
Armageddon 
Colossus of Sardia 
Jester's Cap 
Lhurgoyf 
Pyroblast 
Sulfurous Springs 
Sylvan Library 
Underground River 

6th Edition 
CALL !!!! 

Additions 


$7.00 
$2.00 
$9.00 
$5.00 
$2.00 
$5.00 
$4.50 
$5.00 


Arena $5.00 
Beast of Burden Preris $15.00 
Forest - ARENA land $6.00 
Giant Badger $5.00 
Island - ARENA land $6.00 
Mana Crypt $12.00 
Mountain-ARENA land $6.00 
Nalathni Dragon $3.00 
Plain - ARENA land $6.00 
Swamp - ARENA land $8.00 
Windseeker Centaur $4.00 
Alliances 
Dystopia 
Heart of Yavimaya 
Helm Of Obedience 
Ivory Gargoyle 
Krovikan Horror $2.00 
Lord of Tresserhom $3.00 
Varchild’s War-Riders $3.00 
Alpha 
Disenchant 
Drain Life 
Fireball 
Lightning Bolt 
Lianowar Elves 
Antiquites 
Feldon's Cane 
Gaea's Avenger 
Ivory Tower 
Su-Chi 
Tawnos Coffin 
The Rack 
Urza's Avenger 
Yawgmoth Demon 
Arabian 
Abu Jafar $1.50 
Army Of Allah $3.00 
Bazaar of Baghdad $16.00 
City In A Bottle $10.00 
Desert $2.00 
Flying Men $3.00 
Jeweled Bird $2.00 
Kird Ape $2.50 
Rukh Egg $8.00 
Stone-Throwing Devils $3.50 
Wyluli Wolf $2.00 
Beta 
Disintegrate 
Fireball $3.00 
Hurricane $2.00 
Lure $2.00 
Paralyze $1.25 
Power Sink $1.50 
Terror $3.00 


$3.00 
$2.50 
$4.00 
$2.00 


$4.00 
$2.00 
$2.00 
$5.00 
$2.00 


$4.00 
$7.00 
$4.00 
$3.00 
$13.00 
$3.00 
$3.00 
$3.00 


$2.00 


Boxes 
4th Ed Jap Starters $139.00 
4th Ed Boosters $109.00 
Sth Edition Booster $65.00 
Sth Edition Starters $69,00 
6th Ed Classic Booster $65.95 
6th Ed Classic Starters $72.95 
Battletech Lid Starters $80.00 
Exodus Booster $65.00 
Fallen Empire $45.00 


Ice Age Starter $69.00 
Pokemon 2 Ed Bstr_ CALL 
Pokemon 2 Ed Precons CALL 
Pokemon- Jungle CALL 
Stronghold $69.00 
Star Wars Sp Ed Bster $48.00 
Tempest Booster $69.00 
Unglued Booster $35.00 
Urza's Destiny Bster $68.95 
Urza’s Saga Booster $63.50 
Urza's Legacy Bster $72.95 
Weatherlight $50.00 

Chronicles 
Blood Moon 
City Of Brass 
Dakkon Blackblade 
Erhnam Djinn 
Nicol Bolas 

Dark 


$1.50 
$6.00 
$2.50 
$3.00 
$4.00 


Amnesia $4.00 
City Of Shadows $1.50 
Elves Of Deep Shadow $2.00 
Frankenstein's Monster $3.00 
Grave Robbers $2.00 
Hidden Path $3.00 
Knights Of Thorn $4.00 
Preacher $8.00 
Safe Haven $2.00 
Scarwood Bandits $2.50 
Tracker $3.00 
Exodus 
Cataclysm 
Convalescence 
Entropic Specter 
Equilibrium 
Memory Crystal 
Necrologia 
Null Brooch 
Oath Of Druids 
Oath Of Ghouls 
Oath Of Lieges 
Pandemonium 
Peace Of Mind 
Pit Spawn $4.00 
Seismic Assault $5.00 
Sphere Of Resistance $4.00 
Spike Weaver $7.00 
Ice Age 
Adarkar Wastes 
Anarchy 
Blinking Spirit 
Brushland 
Crown of the Ages 
Deflection 
Enduring Renewal 
Icy Manipulator 
Jester's Cap 
Jester's Mask 
Jokulhaups 
Karplusan Forest 
Lhurgoyf 
Marton Stromgald $3.00 
Minion of Leshrac $2.50 
Pox $4.00 
Seraph $3.00 
Stormbind $3.00 
Sulfurous Springs $4.00 
Underground River $5.00 
Zuran Orb $3.00 
Legends 
Arena of the Ancients $2.00 
Blood Lust $5.00 
Cathedral of Serra $2.00 
Chain Lightning $3.00 
Darkness $1.50 
Divine Intervention $2.50 


$5.00 
$2.00 
$3.00 
$3.00 
$5.00 
$3.00 
$4.00 
$8.00 
$4.00 
$3.00 
$5.00 
$3.00 


$5.00 
$1.50 
$4.00 
$4.00 
$2.00 
$4.00 
$4.00 
$4.50 
$7.00 
$2.00 
$4.00 
$5.00 
$5.00 


95% of all Magic singles in stock at all times! 


@ 253 Reynolds Road, Keavy KY 40737 USA 
Phone: 1-606-878-2936 10a.m. - 10p.m. 


Fax: 1-606-878-9061 * E-mail: prices@aqvault.com 
Web Site: http://www.trollandtoad.com 


Equinox 
Evil Eye Of Orms 
Hammerheim 
Karakas 
Kismet 
Kobold Drill Sergeant 
Kobold Taskmaster 
Life Chisel 
Mana Drain 
Reset 
Spinal Villain 
Spirit Link 
Storm Seeker 
Sylvan Library 
Tempest Efreet 
The Abyss 
Tolaria 
Touch Of Darkness 
Urborg 
Xira Arien 

Mirage 
Ashen Powder 
Asmira, Holy Avenger 
Brushwagg 
Cadaverous Bloom 
Canopy Dragon 
Catacomb Dragon 
Circle of Despair 
Dissipate 
Final Fortune 
Forsaken Wastes 
Frenetic Efreet 
Grinning Totem 


Political Trickery 
Shallow Grave 
Shimmer 
Sunweb 
Tombstone Stairwell 
Packs 

4th Ed-Korean BB Bstr 
4th Ed-Spanish BB Bstr 
4th Edition Booster 
Sth Edition Booster 
Alliances 
Antiquities 
Arabian Nights $89.00 
Beta Booster $113.00 
Dark $7.00 
Dark - Italian $2.00 
Exodus Booster $2.00 
Fallen Empire $1.00 
Homelands $1.25 
Ice Age Starter $7.00 
Mirage Booster $2.00 
Mirage Starter $6.00 
Pokemon 2printing Bstr Call 
Renaissance - French $2.00 
Renaissance - Italian $2.00 
Revised Booster $9.50 
Star Wars Lid Bster (BB) $4.75 
Star Wars Lid Sutr(BB) $7.00 
Star Wars Enhnced Prem $10.00 
Star Wars: Dagobah = $2.50 
Stronghold Booster $2.00 
Tempest Booster $2.50 
Unglued $1.00 
Urza's Legacy Booster $2.00 
Urza's Saga Booster $2.00 
Visions $3.25 

Pokemon 
CALL !!!! 


Payment: Diner's Club, Amer, Exp, Visa, MC, Discvr, Optima, check or money order in US $ drawn on US bank, 
cash [US $, at your own risk], no CODs. Shipping Costs: FedEx 3 day [batch of 100 or less cards} continental 
USA $6 For orders up to $500.Orders over $500 Pays .50 per $100 for insurance. FedEx Guarantees 3 day service 
not Troll and Toad, APO/FPO/Hawaii/PR/Canada/HU/Guam/Mexico $8, Other countries: SCALL These shipping 
Prices are an estimate, call for exact shipping prices to your city. 
E-mail to Specials @ aqvault.com for current non-listed specials. 


CALL !tt! 
Revised 
Braingeyser 
Clone 
Demonic Hordes 
Demonic Tutor 
Fastbond 
Granite Gargoyle 
Juggernaut 
Rock Hydra 
Savannah 
Serendib Efreet 
Sol Ring 
Veteran Bodyguard 
Revised/4th 
Armageddon 
Balance 
Cockatrice 
Colossus of Sardia 
Control Magic 
Crusade 
Earthquake 
Elvish Archers 
Force Of Nature 
Howling Mine 
Hypnotic Specter 
Mahamoti Djinn 
Mana Flare 
Millstone 
Mishra’s Factory 
Nevinyrral's Disk 
Reverse Damage 
Sengir Vampire 
Sorceress Queen 
Stasis 
Strip Mine 
Sylvan Library 
Time Elemental 
Will-O-The-Wisp 
Winter Orb 
Stronghold 
Awakening 
Crystalline Sliver 
Dream Halls 
Grave Pact 
Hidden Retreat 
Horn Of Greed 
Intruder Alarm 
Invasion Plans 
Jinxed Ring 
Mindwarper 
Portcullis 
Pursuit Of Knowledge 
Shaman en-Kor 
Silver Wyvern 
Sliver Queen 
Soltari Champion 
Spike Feeder 
Spitting Hydra 
Thalakos Deceiver 
Volrath's Shapeshifter 
Wall Of Souls 
Warrior Angel 
Tempest 
Altar Of Dementia 
Aluren 
Apocalypse 
Auratog 
Avenging Angel 
Bellowing Fiend 
Benthic Behemoth 
Cold Storage 
Cmnder Greven Il-vec 
Corpse Dance 
Dirtcowl Wurm 


WANTTO SELL US CARDS? 


Dracoplasm 

Dregs Of Sorrow 

Duplicity 

Earthcraft 3. 
Eladammi, Lord Of Leaves $5.00 
Emerald Medallion $3.50 
Extinction $2.50 
Flowstone Sculpture $3.00 
Furnace Of Rath $3.00 
Gerrard's Battle Cry $3.00 
Grindstone $4.00 
Helm Of Possession $3.00 
Humility 

Jet Medallion 

Jinxed Idol 

Kezzerdrix 

Magmasaur 

Mana Severance 

Mawcor 

Meditate 

Mirri's Guile 

Orim, Samite Healer 
Overrun 

Pearl Medallion 

Pine Barrens 

Propaganda 

Puppet Strings 

Rathi Dragon 

Recycle 

Root Maze 

Ruby Medallion 

Salt Flats 

Sapphire Medallion 
Scabland 

Scroll Rack 

Skyshroud Forest 

Soltari Priest 

Starke Of Rath 
Thumbscrews 

Time Warp 

Unstable Shapeshifter 

Whim Of Volrath 


Black Vise 
Copy Artifact 
Dwarven Demo Team $2.00 
Ice Storm $9.00 
Icy Manipulator $21.00 
Invisibility $2.00 
Lightning Bolt $3.00 
Regrowth $2.50 

Urza’s Destiny 
CALL !!! 

Urza's Legacy 
Beast Of Burden 
Blessed Reversal 
Crawlspace 
Goblin Welder 
Grim Monolith 
Hidden Gibbons 
Impending Disaster $5.00 
Memory Jar $5.00 
Multani, Maro-Sorcerer $9.00 
Radiant, Archangel $9.00 
Wheel Of Torture $6.00 

Urza's Saga 

Abundance 
Catastrophe 
Citanul Centaurs 
Citanul Flute 
Citanul Hierophants 
Contamination 
Crater Hellion 
Drifting Djinn 


$5.00 
$4.00 
$4.00 
$5.00 
$7.00 
$6.00 


$5.00 
$6.00 
$5.00 
$5.00 
$4.00 
$3.00 
$5.00 
$5.00 


Eastern Paladin 
Endless Wurm 
Exploration 
Fluctuator 
Gamble 
Glorious Anthem 
Grafted Skullcap 
Great Whale 
Herald Of Serra 
Imaginary Pet 
Intrepid Hero 
Kam, Silver Golem 
Lightning Dragon 
Lurking Evil 
Opal Archangel 
Pariah 
Phyrexian Colossus 
Phyrexian Processor 
Recantation 
Remembrance 
Rumbling Crescendo 
Serra's Sanctum 
Shivan Gorge 
Show and Tell 
Smokestack 
Sunder 
Tainted ‘ther 
Tolarian Academy 
Zephid 
Visions 

Aku Djinn 
Archangel 
Breathstealer's Crypt 
Chronatog 
City Of Solitude $5.00 
Desertion $2.00 
Diamond Kaleidoscope $2.00 
Elkin Lair $2.00 
Forbidden Ritual $3.00 
Guiding Spirit $2.00 
Kookus $2.00 
Natural Order $3.00 
Nekrataal $3.00 
Rainbow Efreet $3.00 
Relentless Assault $5.00 
Squandered Resources $2.50 
Teferi's Puzzle Box $2.00 
Viashivan Dragon $3.00 

Weatherlight 
Abeyance 
Aboroth 
Avizoa 
Bosium Strip 
Bubble Matrix $2.00 
Call Of The Wild $2.00 
Dwarven Thaumaturgist $3.00 
Firestorm | 
Fungus Elemental 
Gallowbraid 
Gemstone Mine 
Gerrard's Wisdom 
Heat Stroke 
Infernal Tribute 
Lotus Vale 
Mana Web 
Nature's Resurgence 
Null Rod 
Serenity 
Tariff 
Thundermare 
Urborg Stalker 
Well Of Knowledge 
Winding Canyons 
Xanthic Statue 


All cards near-mint/mint 
condition 


$4.00 
$6.00 
$4.00 
$5.00 
$5.00 
$5.00 
$3.00 
$5.00 
$5.00 
$3.00 
$3.00 
$3.00 
$8.00 
$3.00 
$4.00 
$5.00 
$3.00 
$6.00 
$3.00 
$4.00 
$4.00 
$3.00 
$3.00 
$5.00 
$6.00 
$6.00 
$2.00 
$8.00 
$3.00 


$2.00 
$5.00 
$1.50 
$2.00 


$6.00 
$5.00 
$3.00 
$2.50 


All prices good until next Duelist is released. Quantities limited, but stock levels high at time ad was printed. 
Sales on packs or boxes final. 10-day full money back return guarantee on singles returned in same condition they 
were received. The 10 days starts from the day cards are received. Sale date is date payment is accepted. We 
reserve the right to refuse any sale or limit quantities. All prices in this ad subject to change without notice, but 
you won't be charged more without your permission. Pre-orders on boxes final. Free singles catalog upon written 
request or with your paid order. Please specify Duelist Ad 39 when ordering from above prices. 


& The Gathering 


J) Full selection o 
products, sets, 
accesso 


' 


Telephone/Catalog: 325-341-5600 
Fax: $23-341-5611 (24-Hours) 


International: 325-341-5600 


Email: tigaming@aol.com - 
Web site: y 
www.ticards:cc oe 


I 5 
Now with Secure Online Orderin 
yy 


Mailing Address: 
P.O. Box 41-1148 


Pe 
Pi 
Lés Angeles, CA 90041 Z 


We accept: Checks. _ 
Money Orders, AMEX - 


RB 
= a 


Pid 


STAR. \ 


WARS 


CUSTOMIZABLE CARD GAME 


t-of-print 
plies and 
§ available 


Visit our retail store located at: 


DLORADO BLVD. 
ANGELES, CA 90041 
RODA AND MT. ROYAL) 


“DCI 


(DAILY GAME PLAY 
SANCTIONED TOURNAMENTS 


Prices are subjec change « No cancellations on pre-orders + All salés are final 


» MINT CONDITION _ 

» TYPE ti SPECIALTY 
DECK LISTS 

- SPOILER LISTS 


DECK ADVICE __ 


100's OF FOILS __ 


The Shap: That is Not To BeNaméd 


a’ n.com/~hastur 
Phone: (801) 467 4 Fax: (801) 485-4997 
Email: hastur@xmission.com _ Salt Lake City, Utah 84106 


n Intl and —] 
Domestic Mail Orders Se | : 


Platoon Daddy Auctions 


Magic the Gathering, Pokemon 


Why pay other peoples prices? 


Sidi Naowll 


Email/Website 
pltadmin@gruenewald.de 
http://www.plitdaddy.com 


Sell your collection to us 
or auction your cards to 
the highest bidder. 


YOUR SOURCE FOR 
Magic The Gathering 


www.getmagic.com 


Our competitors hate our prices. 


Email: info@getmagic.com 


Now accepting: 
Visa and Mastercard 


10% Off your First Order | Additional 5% Off for mentioning this ad 
Earn Free Boosters | Weekly Specials | Beginner Packages 


™ Prices are subject to change. Call) 
Card name 


About Face 
Angel's Trumpet 
Angelic Curator 
Anthroplasm 
Archivist 

Aura Flux 

Avalanche Riders 
Beast of Burden 
Bloated Toad 
Blessed Reversal 
Bone Shredder 
Bocas 
Brink of Madness 

Bi ot Easey Th. 
C ‘ 
‘Cloud of PB 
Crawlspace 

Crop Rotation 
Dampifig Engine 
Darkwatch Elves 
Defense Grid 
Defense of the Heart 


OCS7OPO>O> CEs awso>eCac=sas § 


Defender of Chaos 
Defender of Law 
Delusion of Mediocrity 
Deranged Hermit 
ee ine Ww 
Engineered Plague B 
me Er: WwW 
“Bi akyis B 
= U 
B 
JL 
f Elk C 
o 
al Ichin Encampment L 
} Ghitu Fireeater R 
Ghitu Slinger aR SoC 


Ghitu War Cry 
Giant Cockroach 


R R 
R Cc 
A R 
Harmonic Convergence G U 


Hidden Gibbons 


cee cence xncon=commexoxcanzncRerctRez >! 


ability of premium cards. 


AN ALL NEW WEBSITE!” . 
all new lower singles and box prices!!! 7 


$6.00 
$14.00 


$6.00 
$45.00 
$14.00 


$29.00) 


Hope and Glory my U $75 $14.00 
Impending Disaster R R_ $6.00 $49.00 
Intervene eve C $.25 $6.00 
Iron Maiden > A RY $6.00 $49.00 
Tron Will = Ww Cc $.25 $6.00 
Jhoira’s Toolbox ye A U $1.00 $14.00 
Karmic Guide ate WwW R $5.50 $44.00 
King Crab kia UU $1.00 “$14.00 
Knighthood ; W U_ $1.00 $14.00 
Last-Ditch Effort R U $2.00 $19.00 
Lava Axe ri R S $.25 $6.00) 
» Levitation @ U «UC $1.00 )=—$14.007 
G U_- $1.00 $B 
B R_ $3.00 
w vU $1.00 $1400 
A R $7.00 $56.00 
G R- $5.00" $39.00 
UC $1.00 "$14.00 
R R= $3.00 $29.00 
W.. U_ $150 $17.00 
G R_ $11.00 $89.00 
> © $.25 $6.00 
G U $1.00 $15.00 
B R_ $7.00, $56.00 
Wi & $.25 $6.00 
W R_- $3.00 $29.00 
U  U_ $100 $14.00 
B Cc $.50 $9.00 
U R_ $13.00 $89.00 
R C $.50 $9.00 
Ww U $1.00 $14.00 
B 2 $.25 $6.00 
B Cc $.25 $6.00 
U $1.00: $14.00 
Cc $.25 $6.00 
R $3.00 $29.00 
U $1.00 $14.00 
aC $.25 $6.00 
yR $7.00 $56.00 
Purify 4 ; $3.00 $29.00 
Py; ; $6.00 
Pyro $ $39.00 
Quiche Amulet $39.00 
Rack and Ruin $14.00 
Radiant, Archangel $72.00 
Radiant's D: $14.00 
Radiant’s Ju $9.00 
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Card name 
Rancor 


Rank 

Raves ami 
Rebuild 
Repopulate 
Ring of Gix 
Rivalry 

Second Chance 
Scrapheap 


Shivan Phoenix 
Sick and Tired 
Silk Net a 
Simian Grunt$ 


Sluggishness 
Sle le 
Slow 


Snap 

Spawning Pool di 
Subversion 
Sustainter of the Realm 
Swat 

Tethered Skirge 
Thornwood Pacries 
Thran Lens 

Thran War Machine 
Thran Weaponry 
Ticking Gnomes 
Tinker 

Tragic Poet 
Treacherous Link 
Treefolle Mystic 
Treetop Village 
Unearth 

Urza's Blueprints 
Viashino Bey 
Viashino Cutthroat 
Viashino Heretic 
Viashine Sandscout 
Vigilant Drake 
Walking Sponge 
Weatherseed Elf 


*» Weatherseed Faeries 


Weatherseed Treefolk 
Wheel of Torture 
Wing Snare % 
Yavimaya Granger 
Yavimaya Scion 
Yavimaya Warm 
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We bring a world of Magic to your doorstep.™ 


WWW.IGUANAS-CBC.COM 


onvennonins 399-3 38-0086 


500,000 MAGIC CARDS IN STOCK! 


color 


G 
B 
U 
U 


2>on 


exroOorx~ rc 


Prices are subject to change, Call for availabilityof premium cards. 


rarityprice premium 
Cc 3.75 $11.00 
U $1.00 $14.00 
U $1.508 $17.00 
U $1.00 $14.00 
Cc $.50 $9.00 
R $8200" $95.00 
R $3.00 $29.00 
R $11.00 $84.00 
R $2.00 $25.00 
R $7.00 $59.00 
Cc $.25 $6.00 
Cc $.25 $6.00 
Cc $.75 $11.00 
Cc $.25 $6.00 
Cc $.25 $6.00 
Cc $.25 $6.00 
- $:25 $6.00 
U ..$1.00.. $14.00 
R «$400 $32.00 
U $100 $14.00 
¢ $.25 $6.00 
U $1.00 $14.00 
Cc $.25 $6.00 
R $2.50 $29.00 
Us $1.00 $14.00 
R $2.00 $24.00 
U $1.00 $14.00 
( $1.00. $14.00 
Cc $.50 $9.00 v 
U $1.00 $14.00 ss 
Cc $.25 $6.00 
Us $250 $27.00 
» $.25 $6.00 
R $4.00. $32.00 
Cc $.25 $6.00 
U 62.00) $19.00 
wi, $1.00 $14,00 
ec $.25 $6.00 
= $.50 $9.00 
U $1.00 $14.00 
s $.25 $6.00 
c $25 $6.00 
R $8.00 $6400 
R $5.00 , $39.00 
U™® $1.00 $14.00 
GC $25 $6.00 
C . “Bas Bp $6.00 
Cc $.25 $6.00 
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CASTING COMP-LUKE-CATIONS BY PHIL FOGLIO 


Hif I WAS TOLD T HAD A PART IN BUT... BUT THERE'S 

THE NEW STAR WARS MOUie. NOTHING HERE. /A TRADITIONAL SET? 

Eb ioe RIGHT PLA JiL was HAW! WE DIDN'T HAVE To 
| J | EXPECTING ~_4 BUILD ANY; WE'RE DOING- 


EVERY THING WITH 
COMPUTERS! 


HEN DO XI MEET THE OH, COME | ON -I Ce SURE. HERE'S 

OTHER AcT vor S$? L'vE OH. AT TH ‘1 NEED SO neta To/ PRINC ae 

AWNREE Bean CLEDED Pree, } \1ACT TOWARDS. / REMEME ER LINES 
R YEARS. mG = : FoR YOUR BIG LOVE 


i WHEN ___(MPUDENT?’ z A / RELAX-THE NO 
BANTHAS STAND | COMPUTERS WILL . 
ON THEIR FEET. ” 7] " DO THAT Toor / 


WHOA NELLY— 
HOSE ME DOWN! 


www.studiofoglio.com 


136 JULY 1999 DUELIST 


Global glory is near. — 


You are the best hope for defending your nation’s pride. 
Now prove it. 


Magic’ World Championships. Rise to the occasion. 


U.S. Nationals 

July 2-5, 1999 

Origins International Game Fair & Expo 
Columbus, Ohio 


Compete for over $50,000 in prize money 
and the chance to be one of 

four players to represent the United States 
at the World Championships. 


yt 
MCI WORLDCOM 
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LEAD THE << “ { S . 

POWERFUL ELDAR’ Sg aN ‘@ See, 
Warriors in an Epic Teh ) + 
STRUGGLE FOR SURVIVAL. we) .  winoows 
j = : CD-ROM 


In a galaxy dominated 4, 
by the uncaring Empire of 
Man, the mystic Eldar® 
must battle the evil, bio- 
engineered Tyranids®! 

_ RITES OF WAR™ 
thrusts you into the elec- 
trifying WARHAMMER® 
40,000 Universe! Based 
on the award-winning 
Panzer General® II 
game system, this 
turn-based strategy 
game is easy to play, but filled with oi 
deep strategies that are a challenge to master. oa ¥ 
Substantially upgraded from its famous predecessor, 
units are twice as large and animate when they 
move, attack and die. 

And when it comes to battle, you won't be alone — 
cooperative and head-to-head multiplayer support 
will hone your survival skills! 
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